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()= rbis has been plunged into chaos and war rages across _ 
J’ the land like the fires of hell. Anarchy has spread like 
a plague across the seas to the Empires of the South and East. 
The Empires, Nations and Kingdoms of Orbis have collapsed 


in on themselves, breaking down into Baronies, Provinces and Ves a. 
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riving the provinces apart and the Empire closer to war. 
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School of Hard Knocks 


The biggest loser in gaming history returns with his first adventure in years, 


Leisure Suit Larry: Magna Cum Laude. By Josh Mandel. Plus Steve Meretzky and 
Jane Jensen talk about the state of gaming in 2003 and beyond. 


Khazad-dum & Conquer 

Electronic Arts merges Command & Conquer and Tolkien for Lord of the Rings: 
Battle for Middle Earth. By Adam Pavlacka. Plus: The Bard’s Tale returns, Freedom 
Force sequels, Kuma finds controversy, Empires becomes a trilogy, and Legend 
adds multiplayer to Unreal Il. By Adam Pavlacka 


Grand Theft Homer 


Woo hoo! Hit & Run is the first Simpsons game that doesn’t suck or blow. 
By Steve Bauman 


Gift Guide for the Geek Guy (or gal) 


Welcome to that wonderful time of the year when you're forced to pay attention 
to the interests of all of your so-called friends, relatives, spouses, and/or paid 
lackeys, hangers-on, etc. Here’s some unusual and not-so-unusual stuff to consider. 


Die, Bugs, Die! 
An infestation of those nefarious critters everyone hates to have to tolerate almost 
manage to sink The Temple of Elemental Evil. By Adam Fleet 


Sweet Cases 


The candy-coated case mod craze finally turns solid. By Raphael Liberatore 
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choose your strategies wisely. War Calls. 
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Age of Mythology — The Titans is your next gr -at Conquest. Utilize to lift the Atlanteans to supremacy. Harness and wield the force 

the enormous Titans, promote units to heroes, and reuse god of 1o new mythological units so that the sun may never set on the Ag 
powers to lead the Atlanteans to global domination. Embark ona Atlantis empire. The battle for heaven and earth continues. fo 
brand new single-player campaign and call on 12 new god powers Po 








The Memes 
of our Lives 


Let's put our finger on the pulse 
of “Gamer Nation” 





WHILE MULLING OVER the “Oops, | did it again”- 
ness of Valve delaying Ha/f-Life 2—this despite Gabe 
Newell's “[The game] will be out on September 30th, 
and you can quote me on that,” comment from our 
June issue—| ventured out into the wilds of the 
Internet to see what experts had to say about this 
topic. (This was before news broke of the leak of the 
Half-Life 2 source code. To use a trademarked 
phrase of the Sony Corporation, | was both “shocked 
and awed™” by the bitter reaction. It was as if Gray 
Davis had announced a “Gamer Tax” as a way to 
increase California’s revenue, or we'd declared war 
on France because someone in the country said we 
were bullies. It’s epic stuff, for sure. 

That wasn’t it for Valve. Its Steam content 
delivery system, which is how you'll no-doubt be 
buying the company’s games in the future, is 
under assault. It's spyware, don't you know? This 
accusation came as a result of one person on a 
website examining the contents of a file that 
Steam creates in order to store incoming data. 
Inside this file, the person found MP3s and all sorts 
of other critical data. By all indications, Valve was 
spying on your hard drive and transmitting that info 


to the mothership, the RIAA, and/or George W. Bush. 


It was actually a solid piece of work, pointing out a 
serious issue. 

The only problem is that it isn’t true. As Newell 
noted, the data existing in their file is the result of 
two things. On non-NTFS file systems under 
Windows, the OS doesn’t clear out a new file when 
it's created. And deleting a file doesn’t permanently 
remove its contents from your hard drive; it merely 
tells the OS that it no longer exists and remains 
there until it’s overwritten by some other piece of 
data. When Steam (or any program, for that matter) 
creates a new file on, say, a Windows 98 system, 
there could be all sorts of random data inside if the 
program doesn't explicitly clear it, from pieces of 
deleted MP3 files to your former collection of Olsen 
twins photos. 

But entire segments of the “Gamer Nation” 
bought into those initial reports—in this case, they 
were somewhat justified because the evidence was 
damning—but there’s no guarantee they saw the fol- 





hy steve haumess 


low-ups. Because of this, the general memes, which 
is the hip term used to describe how ideas evolve 
and how they can mutate through misunderstand- 
ings, circulate enough to become truth. Steam is 
spyware, or Sony is ripping people off with Star Wars 
Galaxies and/or EverQuest, or the press is corrupt. 
There are associations that stick, for better or, in this 
case, for worse. 

There are positive memes as well. Praised games 
are elevated even higher because the press and 
message boards constantly champion them... and 
they may actually be good, you know? People show 
amazing insight and opinions, particularly when they 
apply their own non-gaming business expertise to 
this field, and those lines of thinking spread and 
mutate similarly to the negative ones. Whether or not 
they translate into anything tangible, as in actual 
sales or trends, is certainly an area worth studying. 





“Praised games are elevated even higher 
because the press and message boards 
constantly champion them...”" 


And it is. There are plenty of companies that use 
software and “Make Money at Home” types of peo- 
ple to monitor message boards and help them pick 
up the memes of the day. The data they collect from 
all the message board experts, conspiracy theorists, 
misinformation spreaders, fanboys, and those who 
make legitimate and interesting points are thrown 
into some giant pile and doled out (read: sold) to 
decision makers who should probably know better. Is 
it an example of (finally) being able to get your fin- 
ger on the pulse of the “Gamer Nation,” or simply a 
vocal minority dictating what happens with the 
majority, a sort of digital mob rule? Is it the inmates 
running the asylum, or the voice of the people finally 
being heard? 6 
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“Did Lauren Graham of Gilmore Girls give permission to use her likeness for the 
October cover?” asks Andrew Easterly. Robert Allen asked the same question, 
saying, “It must have been a real bitch getting her to wear that costume” and 
wondering if lawyers were approaching our corporate headquarters. We 
plead ignorance, since no one here would ever be caught dead watching 
that fantastic show. Finally, Demon Eyes Kyo asked this eternal question: “I 
need to know what the hairball T&A is. Me and my friends think we know, 
but you seem to get letters about it so...” Thank you for the letter, Mr. Kyo 
(or is that Eyes Kyo?). T&A stands for “tacos and anchovies.” What else 


Ultima X 

| had the privilege of going to San Francisco to see the unveiling 
of Ultima X Odyssey and | was thoroughly impressed by your cov- 
erage of the game. | was also very impressed with Origin Systems, 
and Electronic Arts for all they did for the unveiling. 


Tim “Dariuas” Slager 


“UXO”"="“PMO” (Pissed Me Off)! 

We were so excited and down by Ultima X! My husband and | both 
loved Ultima, but we are not going to play online no matter how good 
the game is. We're not about to pay out a monthly fee to play a game! 
We want to be able to walk into a store, lay down our $50 bucks or 
whatever, go home, install it, and start to play. That's how simple it is! 

R. Larghe 


Ultima and Tierra 

I’m online with wireless broadband and have never had the desire, 
or even an impulse, to try multiplayer. However, after your article 
on Ultima X, | may give it a try. 

Also, thank you for your article on the Tierra remakes of the 
King’s Quest series. | have just downloaded the King’s Quest // 
module and plan to install it and play just after sending this! 

Thanks again for an excellent mag. 

John Weatherwax 


Single-player Gaming 
| am one of your “typical” subscribers. You know, 56, female, sin- 
gle-player, role-player, PC and console fan. | just read the letters 
about single-player games and wanted to add another vote for 
interesting stories filled with characters that are well-developed. 
Repeat playablity is important, like U/tima V//, Baldur’s Gate, the 
Final Fantasy series, and Morrowind. | control what | am like, and 
how | win or lose. Keep those games coming! 

| especially liked your information on Tierra Entertainment. Thanks! 

Elaine Schooley 


When | consider which games to buy | consider a number of factors. 
First, it must offer a good solo game. Second, | desire that it be 
playable in a co-op mode so my friends and | can battle the computer. 


would it be? Keep those letters coming to rebound@cgonline.com 

















Third, it should allow my 
friends and | to battle each other. The 
ability to play online is of little importance. The qual- 

ity of the graphics is important only in so far as they enable me to 
clearly see and interpret what is going on. 

My friends and | play Battlefield 1942 and Panzer Elite when we 
get together. | play several of the other first-person shooters, but 
wish they offered co-op play too. A good shooter will allow any 
battle/scenario to be chosen without reference to any “campaigns” 
the game may contain. 


David Tomasi 


Tierra Entertainment 
| read, and was very excited by the article on the remakes and 
new development of the King’s and Space Quest games (having 
all games of both series still), but | am unable to locate the men- 
tioned website www.kq9.org. Could you verify from your sources 
that it is indeed a valid URL? 

Mike Leeling 


As the issue arrived to readers, the website went down; it’s back as 
of this writing. 


Star Wars Galaxies 
Cindy Yans’ review of Star Wars Galaxies in the October issue is super- 
ficial and incomplete. The “problems” she complains of are sympto- 
matic of every well-made MMORPG. You cannot have a multiplayer 
game in which every player is the Jedi-center of the game. You cannot 
fail to provide easy to understand and perform missions for newbies, 
even if they do annoy. You cannot make uber-species or everyone will 
want one. Although nobody likes level treadmilling, the subscriber 
numbers for little properties like U/tima Online, EverQuest, Dark Age of 
Camelot, and The Sims Online show that serious players understand 
the emotional (and economic) necessity of hard-to-master character 
careers. And, there is no “save-and-reload” in online gaming—you 
simply must have a character with some sort of “trade,” so that it is 
possible to re-arm and re-equip from scratch in the event of a disaster. 
Your most accurate criticism, that it takes too long to get healed 
without help, merely illustrates that you are an Instant Gratification 
Gamer. | think that gamers who get frustrated with the pace of 
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online RPG’s are generally too young, or too immature to appreci- 
ate (for instance) a work of art, a woman, or a finely crafted game. 
This is a game for every play style: PVP ganker, socialite, lone wolf 
explorer, assembly line crafter, squaddie, or just plain Star Wars 
tourist. You will find a full set of features to support your play 
style, if you spend the time to learn the game. 

If you buy the game and play for a few hours, like Ms. Yans did, you 
may be a bit disappointed. If, however, you play for a week or so, you 
will begin to appreciate the incredible depth and breadth of Star Wars 
Galaxies, and you will realize that this game will keep you fascinated 
for months, if not years of play. Cindy, if you aren’t willing to invest that 
much time before writing a review, go back to god-mode single-player 
save-and-reload Instant Gratification Gaming and play with yourself. 

Darkwhistle 


If you count time spent with the beta, Cindy played the game for 
over a month before submitting the review. —ed 


| want to thank you for Cindy Yans’ insightful review of Star Wars 
Galaxies. While she managed to bash the game for all the right rea- 
sons, she also offered positive feedback about the features that were 
well implemented. | don’t see nearly enough balanced and thought- 
ful reviews like this in the sea of finger-pointing, platitudinous, over- 
hype-y, cuttingly overcritical for the sake of a joke, fawningly fanboy, 
often inane garbage out there that pretends to be “discriminating.” 

At least this lets the would-be “tailors” Know that there’s good 
tailoring to be had in Tatooine. This kind of stuff is one of the rea- 
sons | continue to renew. 


Nick Willoughby 


Confessions of a Software Pirate 

Your October 2003 commentary struck a nostalgic note. Yep, | 
remember the Atari 800. | suffered the same pirated-software col- 
lection obsession, although mostly with the Apple II. The copy pro- 
tection was more of a challenge, but it honed my |33t haxOr skillz. 

To ease my 25-plus years of guilty conscience, | am now buying 
games that | will never install or play because they are crap, or | 
just can't find the time. (1 hate how real life eats into all the prime 
gaming time.) 

Several thousand dollars and counting, to atone for my past 
youthful indiscretions. | have three seventeen-inch monitor boxes 
filled with original packaging and most of the receipts. 

Thanks for the trip down memory lane and thanks for the magazine. 

£ordChariot 
(My “nom-de-dork”) 


How Queer 
| liked the article “How Queer” by Cindy Yans (October 2003, Road 
to Nowhere). Yeah, homosexuals and bisexuals do actually play 
computer games (and read Computer Games Magazine). And, no, 
we are not all planning covert ops to recruit and overtake our 
nation’s young people. New York is trying to do that with their gay 
high school (just kidding, y’all!). 

Jamie-Todd Steinhauer 


You know, | was about to mail you guys another check for another 
12 issues until | saw the gay shit in there. | for one am homopho- 
bic, and it’s bad enough | see this shit on TV about the gay school 
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and gays trying to get married—it makes me sick to my stomach. 
But then | haft to read about this shit in your mag, that’s it. | will 
never pick up or read another of your magazines! 

Chester Crowe 


Gamer Chicks 
In response to Gary Mayer's letter in the October issue, to say that 
female PC gamers are “freaks” and that females in general won't 
go near computer games is as laughable as to say that females 
have the same aversions to console games. Open your eyes, Gary. 
The PC and console systems both have their merits and downfalls, 
but who cares? As long as you enjoy what you own and are hav- 
ing fun with it, that’s the most important thing. 

Mark Hopkins 


Guess what, Mr. Mayer, | am a decent chick! | play games on my 
PC and have for six years. | am not a freak; | am a 60-year old 
woman with a husband, three grown children, a house and all that 
“decent” stuff. We female gamers are so normal! We will not, how- 
ever, suffer your insults. What games do you play, sweetie? We'd 
love to frag your butt. 

| will close now, time to remove my shoes and head for the 
kitchen. Yeah, right : 

Original Nancy 


speak out! Have something to say? So say it! 


We’re adding a new column where readers speak out on whatever 


gaming topic they see fit. Send all submissions with topics and/or 
completed articles (which should be no more than 750 words) to 
editor@cgonline.com. 
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Big, epic battles are the norm in Battle for Middle Earth. 


VIVENDI MAY BE out first with its Lord of 
the Rings based real-time strategy game 
with its War of the Ring, but Electronic Arts 
isn't about to let them hog the spotlight. 
The company announced its own Lord of 
the Rings based strategy game, Battle for 
Middle Earth. Running on a heavily modi- 
fied Command & Conquer Generals engine, 
Battle for Middle Earth endeavors to 
change the way you think about real-time 
strategy gameplay (what doesn’t?). Instead 
of focusing on tactical strategy and small 
numbers of units, the developers decided 
to go big—really big. Since EA's license 
only covers the film version of the story, the 
company wants this title to capture the 
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look and feel of the mas- 
sive battles portrayed on 
the silver screen. 

Design Director Dustin 
Browder demonstrates an 
early version of the game. 
First, there’s a recreation 
of the battle at Minas 
Tirith. The forces of 
Mordor are attacking the 
city walls, while the 
armies of Gondor attempt 
to fend them off. Mordor starts attacking 
with siege weapons, but Gondor’s archers 
and catapults keep them at bay. Mordor 
retaliates by sending a Nazgul to clear the 
parapets and then sending in the trolls to 
break through the wall. Once inside the 
city, Mordor begins to overwhelm the 
defenders until Gandalf makes an appear- 
ance and Clears the screen with a massive 
blue shockwave. 

According to Browder, EA wants to 
ensure that each side in the game plays 
very differently. Mordor has nearly limitless 
numbers of troops, while Gondor can call 
on allies to reinforce a weak position. 

Magic plays a strong part in the game, 


BY ADAM PAVLACKA 








Khazad-dau 
-& Conquer 


i Flectronic Arts merges Command & Conquer and — : 
' Tolkien for Lord of the Rings: Battle for Middle Earth 


with key heroes being used to turn the 
tide of battle. Those fighting for the forces 
of Isengard will find that Saruman’s con- 
trol of the weather is a great asset. 
“Saruman uses all sorts of groovy magic in 
the movies,” says Browder. “He’s got a 
couple of weather control spells that he 
can use. Saruman is very much about 
managing the environment.” 
Environmental interaction will not be 
limited to magic users. Nearly every unit in 
the game will be able to use the environ- 
ment in some way. For example, the forces 
of Gonuor can hide out in the forests and 
then ambush an opponent. Trolls can rip a 
tree out of the ground and use it as a 
makeshift club, or if a tree isn’t handy they 
can simply grab a nearby Orc and throw 
that at an opponent. Treebeard’s Ents, 
being creatures of nature, won't harm 
organic structures, but they will gladly rip 
chunks of stone out of a building to use as 
weapons. “We want to make sure the envi- 
ronment really feels like something you can 
make use of,” says Browder, “something 
you can really do some damage with.’ 
Because of the large number of units 
on-screen at any given time—up to 500— 


you will not be commanding individual 
rank-and-file troops. Rather, you'll order 
battalions around the battlefield and 
reserve individual control for heroes and 
other major units. 

The single-player game will mirror the 
storyline of the movie trilogy, where you'll 
fight to keep the forces of evil at bay... 
assuming that you choose to align yourself 
with the heroes. In addition to the good 
campaign, the game will also feature an 
evil campaign that will culminate in the 
destruction of Rivendell. Further specifics 
on the single player mode were slim, but 
Browder did say a bit more about the 
planned multi-player mode. “Multiplayer in 
RTS games still feels like deathmatch,” he 
says. “What we'd like to do is create more 
of a story in the multiplayer experience.’ 

Instead of focusing on straight combat, 
Battle for Middle Earth’s multiplayer com- 
ponent will take one of two forms—a multi- 
player campaign mode and an epic war 
system, the former of which will be story 
based, much like the single-player mode, 
only here the outcome of each battle will 
impact later events so players will be 
forced to work together. 

While the epic war system will not have 
a story component, you'll most likely be 
pleased if you're looking for more than 
your typical skirmish. When starting an 
epic war game, players will be paired off 
into a number of smaller battles. As each 
minor battle concludes, the players will be 
funneled into a larger battle with the rem- 
nants of their armies. 

Battle for Middle Earth is scheduled for 
release in late 2004. 






FREEDOM FORCE is Irrational Games’ squad- 
based strategy/role-playing game that grabbed 
you by the nostalgia gland and dragged you, 


The Bard of 
Newport Beach 


Brian Fargo’s new company tries to teach an old dog new tricks 


The Bard’s Tale returns. 





TWENTY YEARS AFTER he founded 
Interplay, former CEO Brian Fargo has 
launched inXile entertainment, a game 
publishing company headquartered in 
Newport Beach, California. Fargo left 
Interplay in 2002 citing as the cause philo- 
sophical differences with its French parent 
company Titus Interactive. 

inXile is calling its debut product 7he 
Bard's Tale worldwide (the domestic final 
title is pending trademark proceedings with 
publisher Electronic Arts), in honor of the 
original series on which he and Michael 
Cranford collaborated in 1985. The popular 
series began with Jales of the Unknown, 
Volume |: The Bard's Tale, first released on 
the Apple Il, and ended in 1991 with The 
Bard's Tale Construction Set, although 
paperback book 
spin-offs continued 
until 1997 with 






screaming, back into the comic books of the 


1960s. Its outlandish, campy style floated 
. the boat of most gamers, and its first 
> child is on the way. Instead of hulk- 
Wao Lt xe) eye)eswr- [ale me] r-1n) ar-|p) ecm cgvolelel ap 
the new game will pit the league of 
heroes against the target group du 
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' jour: the Nazis. In Freedom Force vs. 


the Third Reich, the daring Superheroes 

{gO up against the aptly named fiend, 

) Blitzkrieg. He and his mass-murdering 
business associates are attempt- 
Tate w Come(<iccinlemtalcmm Online mi atc) (ea mmelelt 


SuperSequel 
| | The follow-up to Freedom Force 
does the Reich thing 


Wrath of the Princes (Bard’s Tale Series). 

The production and financing proce- 
dures in the new company’s business 
model are similar to those used by motion 
picture companies such as Miramax and 
New Line Cinema. Namely, inXile is funding 
its production by selling off territorial distri- 
bution rights and shouldering the additional 
financial risk itself for increased profitability. 

While (at this writing) few specifics have 
been released, inXile’s goal is to create 
role-playing with plenty of “intelligent 
humor’ and few genre clichés, citing as its 
role models so-called revisionist games 
Wasteland, Dragon Wars, Fallout 
Neuromancer, and Baldur’s Gate. And so far 
So good, especially in light of the “About” 
section on inXile’s website, which reveals 
that its debut product's main features 
include “50% more funny,” “Uses more pix- 
els than ever before,” “Spins the DVD at 
over 10,000 RPM!,” “Graphics so amazing 
you'll need a screen!,” and “So powerful, it 
won't even run on the PlayStation 1” 

This shows, at the very least, that the 
inXile folks are completely serious about 
the aforementioned humor. The jury's still 
out on “intelligent.” —Cindy Yans 





the Friends-of-Justice-for-All stand between them and 
global domination. A whole new cast of heroes replaces 
Man-bot, Sea Urchin, and company; and the Nazis weren't 
about to re-recruit Man-bull, Pinstripe, and their pals either. 

The action takes you from the battlefields of World War II 
to the Outer Limits and back, as The Force plays tug-of-war 
with the likes of Tombstone, Sky King, and Red October, who 
fight back with powers like Dancing Dead, Aztec Mercy, and 
Whirlwind Tour. Irrational hopes its revised engine will pro- 
vide visuals that evoke even more of a comic book feel. 

So watch out Medal of Honor when WWII gets a brand 
new facelift next spring. —Cindy Yans 
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Kuma Chameleon 


An ever-changing world provides inspiration for Kuma Reality Games 


WHENEVER YOU'RE developing a game 
based on a real-world event—particularly if 
said event includes lots of dead people— 
there comes a point where words like 
“exploitation” come into play. Kuma Reality 
Games will get to experience this first- 
hand, and by design, with Kuma: War, a 
squad-based tactical shooter with single- 
player and four-player multiplayer that 
features missions “ripped from today’s 
headlines.” Two of the first available mis- 
sions for this February release include US 
soldiers going after Osama Bin Laden in 
Afghanistan, and another where you're 
taking out Uday and Qsay Hussein in their 
bunkered-down mansion. 

The possibilities for this kind of product 
are endless, and endlessly rife with poten- 
tial controversies. “There’s a fine line 
between gratuitous and non-gratuitous,” 
says Glenn Broderick, Director of 
Marketing and Sales for Kuma Reality 
Games. “We're trying to stay on the side of 
non-gratuitous.” The company has brought 
aboard Major General Thomas L. 
Wilkerson, USMC, as an advisor, and 
Broderick says he’s there to keep things 
realistic, respectful, and to help predict 
where future hotspots may occur so 
that designers and modelers can 
start building levels before events 
actually happen. Broderick says _ 
that future missions won't jus 
be US-centric, but will cover. 
“international” conflict, 


and others may include “what if” versions 
of existing missions. (For example, “What 
if’ Uday and Qsay were protected by a 
larger army.) 

Kuma: War also has a unique distribu- 
tion model. Despite being playable in sin- 
gle-player mode, it requires a broadband 
Internet connection and will ship to 
stores with three missions; the plan is for 
as many as a dozen more to be available 
for download at launch, and players can 
then subscribe (for $8-12 per month) to 
receive additional missions. Most will 
include co-op play for up to four players, 
and there will be “free-for-all”-style 
deathmatch as well. 

Broderick says that down the road, 
Kuma has plans for branching into other 
areas, from sports to police work. For now, 
though, the emphasis is on getting Kuma: 
War ready. If Kuma has its way, the next 
revolution won't just be televised, itll 
be digitized. —Steve Bauman . 




















Valve is leaking Steam—A hacker com- 
promised Valve's security and released 
the source code for Ha/f-Life 2 on the 
Internet. This came a few weeks after 
Valve announced the game would miss its 
September 30th ship date. Also compro- 
mised: the source code for the company’s 
Steam broadband delivery service. How 
this affects the release date is unknown at 
this point.... Renamed—The game for- 
merly known as Battlecruiser 3000AD now 
answers to the name Universal Combat..... 
Hell on Wheels throttles down— 
LucasArts confirmed that it has cancelled 
Full Throttle: Hell on Wheels.... What 
about a cases of Jolt Cola and a 
pizza?—In a study performed on several 
dietary supplements marketed to gamers, 
experts voiced concern that green orange 
extract (found in Maxx Impulse) has been 
linked to elevated blood pressure and 
heart palpitations, and is potentially dan- 
gerous.... Delta Force visits Colombia— 
Novalogic is working on an expansion 
pack for De/ta Force: Black Hawk Down. It 
should hit shelves the first quarter of 2004 
and may explore Colombia or the Iranian 
coast.... Vaulted—Strategy First will pub- 
lish Mayhem Studio’s strategy/role-play- 
ing game Shadow Vault, which should be 
released the first quarter of 2004.... 
Shared pain—Running With Scissors put 
a name to its new edition of Postal 2. 
Share the Pain will include the original 
game and support for multiplayer compe- 
tition, which includes the “SNATCH” game 
mode.... News courtesy of Frictionless 
Insight (www. frictionlessinsight.com) 


Empire Domination Times Three 


Stainless Steel Studios triples its real-time strategy lineup 


WHEN STAINLESS STEEL Studios 
announced Empires: Dawn of the Modern 
World, it was refreshing, if a bit odd, that it 
had abandoned the paradigm used in its 
previous game, Empire Earth. That game cov- 
ered, in one fell swoop, everything from the 
discovery of fire to the space age. Focusing 
only on events between the years1000 and 
1950, Empires promises more detailed and 
manageable real-time conquest, but seems 
to have given up on its cachet of “cavemen 


32 COMPUTER GAMES | 12.2003 


to cosmonauts.’ Now it makes sense, howev- 
er, since the studio has announced that, in 
fact, Empires is but the first element in a 
planned trilogy of historical strategy offerings. 
“Have you ever wanted to command 
Greek Phalanxes, lead vast Roman legions, 
order English knights against Frankish mili- 
tia, or conduct a massive Allied paratrooper 
drop in WWII?” asks Stainless Steel presi- 
dent Rick Goodman. “Now you'll get your 
chance.” Joining Empires will be two addi- 


tional products, starting with a full prequel 
beginning around 600 BCE. From there, 
you'll be able to explore the entire ancient 
world in all of its bronze- and leather-ness, 
with the same sort of detail and unique civ- 
ilization traits that Empires delivers. When 
complete, the trilogy will offer a leviathan 
panorama of world history, from ancient 
times to the post-WWII era, the compo- 
nents of which you can play separately, or 
together in one huge odyssey. —Cindy Yans 
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Exploit terrain to gain tactical advantages. 


elcome to Middle-earth, 
The journey begins this fall. 


OFFICIAL GAME 


BASED ON THE LITERARY WORKS OF J.R.R. TOLKIEN 
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One of the maps is set in an asteroid field; Rangers, Techs, and Gunners may have different skills, 


but they die the same way. [below] Meet my leettle friend—tanks are a big part of “XMP.” 


Better Late Than Never 


Legend adds multiplayer support to Unreal || 





IT’S OVER SEVEN months late, but Unrea/ 
// is finally getting a multiplayer mode. At 
press time, Legend Entertainment was 
wrapping up work on “XMP,” or 
“Extended Multiplayer,” a free expansion 
pack inspired by the similar mode of play 
being offered in the upcoming Xbox ver- 
sion of the game for its Live service. It will 
apparently be very close in character to 
the multiplayer option shelved last winter 
when production delays threatened the 
original ship date. 

“Since early in Unreal /fs development 
process, ‘XMMP’ was what | very much 
looked forward to,” says Scott Dalton, 
senior level designer at Legend. “While all 
the content is newly created, it captures 
what we were looking for back in our ear- 
lier designs as well as incorporating new 
ideas and gameplay.” 

Like most shooter multiplayer modes 
these days, “XMP” is class-based. Teams 
battle it out for control of energy, deploy- 
ment points, and four artifacts needed to 
win each match. Scores are compiled 
through earning points with modifiers 
based on all actions. Straight frags are 
valuable, but characters performing sup- 
port actions like offering defense, healing, 
and other forms of aid are also rewarded. 
Special bonuses are given out for particu- 
larly skilful maneuvers. 

Three classes are featured, with interlock- 
ing skills designed to emphasize teamwork. 
All have access to specific abilities, although 
their skill levels vary. The Ranger, for 
instance, is the best assassin and medic, 
while the Tech is tops with engineering skills 
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like repairing battle armor and hacking into 
computers, and the Gunner is number one 
whenever you need a grunt. Weapons and 
equipment are very similar to those featured 
in the solo Unreal // cam- 
paign, although everything 
has been tweaked for 
balance purposes. A few 
new weapon types, most 
notably mines, have 
_ been added to pro- 
2 », vide more opportuni- 
ty for interaction 
between the classes. 
Game and 





















map design provide an arena for these three 
soldiers to work together. Energy sources 
are key, as teams have to control these sites 
in order to maintain a steady supply of tech- 
nology and power needed to keep their 
defense systems online. Teleporter deploy 
stations are spread across each of the six 
maps currently slated for inclusion in the 
expansion, perfect prey for enterprising 
hackers who want to transport troops 


behind enemy lines. They may also be flat- 
out necessary. Dalton says that the maps are 
big in comparison to typical shooter Capture 
the Flag maps, though not quite so large as 
the sprawling scenarios in Battlefield 1942. 

“A variety of expansive locales are being 
included,” he says. “They are entirely new 
maps, riot variants of the Unreal // mis- 
sions. Every map is unique and they range 
across windblown canyons, war-torn 
beaches, gnarled lowlands, and even 
between the rocks of an asteroid belt.” 

Vehicles will provide an option for travers- 
ing these diverse terrain. Legend is taking 
advantage of the S-Vehicle code in Unreal 
Tournament 2004 to provide three vehicles 
with distinct physics and handling character- 
istics. The two-man Raptor is a fast attack 
buggy with grinders to take out pedestrians 
and an autocannon. Missile fans will love the 
Harbinger, a three-man transport equipped 
with rocket turrets and a potent rear cannon. 
Finally, wannabe tank commanders can play 
with the Juggernaut, a two-man powerhouse 
with a huge main gun turret and an anti- 
personnel flamethrower. All have a turbo 
mode, so you can pull off insane stunts 
while frying your foes. 

“Vehicles are essential to its overall feel, 
but they’re not something that’s required 
just to get around the maps,” says Dalton. 
“They're designed for combat, and offer 

some cool weaponry for 





annihilating your foes. There’s nothing like 
plowing through a group of foes with the 
grinders on the Raptor and having the gore 
spray out the gutblowers on the back.’ 

At press time, XMP had entered a 
closed beta test. There still isn’t any official 
word on a release date, although Dalton 
says that Legend wants to get the expan- 
sion out to fans as quickly as possible. 
—Brett lodd 
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Long ago, the Lonely Mountain trembled as the Dragon Smaug destroyed the Dwarf-kingdom in fire and rage. Now, the Dwarves set out upon an 
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epic quest to reclaim their stolen treasures. And I, Gandalf the wizard, send with them the most unlikely of heroes: you, Bilbo Baggins of the Shire. 
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Who loves ya, baby? Brad Wardell, that’s who. How 
else can you explain the Galactic Civilizations guru’s 
release of an freebie expansion giving 4Xers a bigger, 
better sandbox in which to play space tyrant? Of 
course, nothing comes with a pricetag in the world of 
mods and ends. The Real World total conversion for 
Max Payne is bringing us all the fun of The Matrix with 
none of the bother of high ticket prices and those jerks 
who save seats for a dozen friends. SS: 2845 promises 
a gratis improvement on Iribes: Vengeance even 
though the game isn’t due in stores till next fall. And 
both the original X-Com and the maps at X-Com 
Tactical Command can be had without blowing the 
cobwebs off your wallet. Want some coverage of your 
free offering to the mod world? Send an email at 
mods@cgonline.com. —Brett Todd 


More Galaxy to Conquer 

Brad Wardell, lead designer at Stardock Systems, has just put 
the finishing touches on “Expanded Universe,” a free expansion 
for Galactic Civilizations. This add-on is crammed with a cargo 
ship full of enhancements and additions. Basic mechanics have 
been improved with the addition of rally points to aid ship navi- 
gation and hyperlinks providing access to an encyclopedia of 
information about ships, planets, stars, and other items of inter- 
est. Smarter planetary governors better look after your growing 
empire as you can now order them to declare older ship types 
obsolete. Graphics have been improved to jazz up the look of 
planets, sector maps, spatial anomalies, and special effects like 
exploding stars. New technologies, ships, and random events, 
along with hundreds of new sectors in the largest galaxy size, 
lend a different character to gameplay. And Dungeon Master 
mode allows sore losers to cheat on the fly by cloning ships 
and adding money and points for attack and defense. 
galciv.com 


Sink the Tirpitz 

This month’s marquee mod for Battlefield 1942 is “Forgotten 
Hope,” which looks at those lazy, crazy days in 1940 and 1941 
when it looked like the Nazis were going to flatten Europe. So 
the mod is a tad Axis-centric, not that there’s anything wrong 
with that. It includes new French and Italian armies, over a 
dozen maps based on historic engagements like the Battle of 
Dinant and the German blitzkrieg into France, and new 
weapons and vehicles for all combatants. Naval combat is a 
major part of the mod, right down to a recreation of the 
Bismarck’s little brother, the Tirpitz. 
forgottenhope.bf1942files.com 


Whoa Max 


Making a Matrix total conversion of the game that brought bullet 
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Recreate the Burly Brawl in The Real World Matrix mod for Max Payne. 





time to PC gaming seems sort of redundant, but that hasn’t 
stopped the modders currently turning Max Payne into Neo in 
“The Real World.” The good-looking project aims at recreating 
much of the original movie plus a few scenes from Jhe Matrix 
Reloaded. At press time, designers were looking at wrapping 
things up and releasing the final version before Max Payne 2: 
The Fall of Max Payne arrives in stores at the-start of December. 
Let's just hope that the mod relies more on Neo’s sparse dia- 
logue than Max's clinically-insane-Raymond-Chandler gibberish. 
hellskitchen.paynereactor.com 


Cold Vengeance 

All modders could take a few tips from ClanCore Design 
Group. Where most simply hang out and drool till a game is 
released, this 30-man team is prepping a total conversion 
for /ribes Vengeance a year before the game’s scheduled 
September 2004 release date. ClanCore is currently working 
with publisher Sierra on the “SS: 2845” total conversion, and 
will be granted access to alpha code for the upcoming 
game as soon as it becomes available. At press time, how- 
ever, the team was already pushing forward with the assis- 
tance of the Unreal Tournament 2003 engine. The mod will 
shift the focus away from the traditional first-person combat 
that’s become a hallmark of the /ribes series, dealing 
instead with the Mech battles that characterized the 
Starsiege offshoot released in early 1999. One of the design 
team members is Blake Hutchins, a writer-producer who 
helped create the Jribes and Starsiege games at Dynamix, so 
you Can expect good things from this project. 

$s2845.com 


Keep Watching the Skies! 

Has UFO: Aftermath whetted your appetite for some X-COM 
action? If so, you might want to pay a visit to the X-Com 
Tactical Command web site. This comprehensive home of all 
things alien features detailed overviews of each game in the 
series, including some that never quite made it to retail, such as 
X-COM: Genesis and X-COM: Alliance. \t also features a sizable 
downloads section, with user-made mods such as a patch 
allowing fans of Hasbro’s Email X-Com to continue playing the 
discontinued game along with map packs and editors for the 
original game and its Jerror From the Deep successor. 
x-com.co.uk | 


Join the battle. Live the epic adventure yourself. Unlock the secrets of Halo to save 
mankind from the ruthless Covenant swarms. Take the fight online in customizable 
head-to-head multiplayer competitions against up to 15 rival Master Chiefs. Break 
& open a redesigned arsenal complete with the wicked new fuel rod gun. Then go 
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Grand Theft Homer 


Woo hoo! Hit & Run is the first Simpsons game 


that doesn’t suck or blow 
DEVELOPER Radical Entertainment * PUBLISHER Vivendi Universal 


RELEASE DATE November 2003 
BY STEVE BAUMAN 


THE LEGENDARY S/MPSONS TV show 
has a long and storied history in game 
form. Unfortunately, the history consists 
mainly of games guilty of both sucking and 
blowing. With that 
in mind, 7he 
Simpsons 
Hit & Run, 
released 
for all 
con- 
soles 


ai 
7. 
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in September with a PC version coming 
closer to the holidays, was easy to ignore 
throughout its development. But the final 
product is both the best Simpsons game 
ever made and one of this year’s biggest 
surprises. (Of course the only “final” prod- 
uct here is the console version, the Xbox 
one in particular—the PC version isn’t com- 
plete, and was not used for this article.) 
Hit & Run is essentially Grand Theft Auto 
starring everyone's favorite family. You get 
to control each of the walking and talking 
Simpson family members (sorry Maggie 
fans) and Apu as they take on a series of 
missions that tie together some strange 
happenings going on in Springfield. Aside 
from more than 50 missions (most of which 





There are references to almost every major 
Simpsons episode throughout the environ-_ 
ments; A noble game embiggens the spirit. 


involve driving around town collecting 
objects, often with time limits), you can 
spend hours driving around each section of 
town, soaking in the sights, exploring all of 
those locations you've seen on the show, 
playing some optional minigames, and 
earning “coins” that can be used to buy 
new vehicles and outfits (Homer's muumuu 
is particularly inspired). You can also run 
around on foot, and enter some of the 
buildings (Moe's Tavern, the Android’s 
Dungeon, etc.). 

Where Grand Theft Auto is all tough-guy 
bluster, Hit & Run is all Simpsons wacki- 
ness, crassness, and sassiness. It’s a 









friendly game, relatively speaking. If you 
hit pedestrians, they just roll away and get 
back up. You don't carjack vehicles—you 
hitch a ride (as Bart explains in the tutori- 
al, the Simpson family is so popular, peo- 
ple are willing to offer them a ride at any 
time). And most importantly, the overall 
game isn't punishingly difficult; you always 
feel challenged playing the console ver- 
sion without it ever crossing over into 
complete frustration. Arrows appear on the 
road to help guide you through the city on 
the missions, and you can automatically 
restart a failed mission without having to 
make your way back to the original start- 
ing location. (You can also use various 
phone booths to “request a ride,” and 
have the cars you own show up, which 
saves a whole lot of time.) 

The PC version will be identical to the 
console versions—particularly the slightly 


better-looking Xbox one—though it will 
support the usual higher-resolution graph- 
ics. The control scheme has been modified. 
While it supports joysticks, it also works 
with the standard mouse/keyboard, with 
WASD movement/driving, and mouselook. 
The graphics aren't “oh my God” level, but 
do a superb job of bringing Springfield to 
life. The characters, particularly in the 
cutscenes, look like Homer and Bart's 3D 
incarnations in one of the “Treehouse of 
Horror” episodes. 

Because it’s less visceral than Grand Theft 
Auto, it lacks the pure entertainment of driv- 
ing around creating carnage. But it more 
than compensates with atmosphere that 
most games would die for, largely due to 
the familiarity of the characters and environ- 
ments. As amazing as it is to drive over old 
ladies while listening to Night Ranger, it’s 
even funnier to hear Bart Simpson complain 


| [left] You can go inside some buildings, like 
al Moe’ s Tavern Lge) i you hit p pe = pl 
‘real life, 
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about how boring the tutorial is, or Cletus 
the Slack-Jawed Yokel talk in his familiar 
drawl. There are references to specific 
episodes everywhere, from the “Vote 
Quimby: He’d Vote for You” posters to the 
deserted monorail station. The voice 
actors—all from the show—deliver their lines 
perfectly, and the music that accompanies 
the action is superb. 

Unless the PC version formats your hard 
drive while giving an official Nelson “ha 
ha,” Hit & Run will definitely be a ride 
worth taking. 


Uru: Ages Beyond 
Myst 


DEVELOPER Cyan Worlds 


PUBLISHER UbiSoft 
RELEASE DATE November 2003 


IF YOU HAVE any interest at all in Cyan 
Worlds’ next entry in the Myst series, then 
you ve probably ogled the screenshots, 
read the vague gameplay descriptions from 
various press releases, and found yourself 
facing one nagging question: what is it? 
An online adventure game? How does that 
work? Do you fight things? Are there puz- 
zles? Do you pay a monthly fee? Is it worth 
it? That's obviously more than one ques- 
tion, but you get the idea. 

As the game gets in gear to go live this 
holiday season, Cyan finally offered some 
hands-on time with the it and answers to 
all of those nagging questions. So, in no 
particular order: it is an online adventure 
game, It works by constantly adding con- 
tent to an ever-growing environment so 
that players will continually have new 
things to do, there are puzzles, you don't 
fight things, there is a monthly fee (more on 
that later), and they have absolutely no idea 
whether or not it will be worth it. Cyan CEO 
and co-founder Rand Miller actually seems 
to relish the risk. “We're looking at it as a 
vehicle to supply content, the way a televi- 
sion company would. That's insane. UbiSoft 
hates it when | say that, but frankly, that’s 
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[right] Still pretty, but no longer a slide show, 
Uru uses an advanced version of the realMyst 
engine. [below] Neighborhoods are small sub- 

sections off the city of D'ni where Lye can | go 
and hook up with friends. | 


hard, and | don’t Know that we'll be suc- 
cessful. But | think that somebody's going 
to be, and we have a shot at it” 

Instead of throwing a bunch of players 
into a self-sustaining system of combat 
and character-building in which the game 
mechanics keep them coming back for 
more, Uru will keep players interested sole- 
ly by adding new content. It’s like playing 
Myst or Riven, but with other players, and 
the story never ends. “At the end of Myst, 
you got this ending... but not really an 
ending,” says Miller. “It was sort of a crap- 
py ending in a lot of peoples’ opinions, and 
| think in mine as well. It didn't really give 
you a lot of bang for the buck, but it did 
entice you with what was coming next. 
Unfortunately it took a long time for what 
was coming next.” Uru will offer similar 
enticements, without the long wait. 

Updates will come in various sizes; 
Cyan might chance small things in 
the game on a 
daily basis, 
and make 


larger changes weekly. 
They plan to add an 


a self-contained environ- 
ment) every month. It's an ambitious 
schedule; sort of like trying to lay train 
tracks fast enough to stay ahead of a train 
chugging along a mile behind you. The 
members of the development team (and 
Miller himself) readily admit that it makes 
them nervous. And excited. 

Cyan is hedging its bets a little, at least. 
The team has months of new content 
stockpiled and ready to go 
live already; some of it will 
even ship on the game 
disc. Additionally, the 
subscription compo- 
nent in Uru is entirely 
optional. You will get 
a complete single- 
* player game in the 
| box, and if that’s 
all you want, 
you can leave 
it at that. 
























ne 


entirely new Age (basically 












Once you get past a brief, solo-only area, 
however, you can also choose (at any time) 
to subscribe to the online service and then 
continue to play the game (and any new 
content Cyan adds) with friends. “The crazy 
thing is that at some point in our develop- 
ment cycle, we gave that up,” says Miller. 
“Why force people, in the very beginning, to 
overcome [resistance to] that subscription 
model when we can give them a very satis- 
fying experience in the box... and maybe 
entice them into going further?” Enticing 
them shouldn't be difficult-UbiSoft plans to 
keep the online service free for the first 
several months after the game goes live. 
Call it a bonus for early adopters. 

It’s all guesswork, Miller explains, 
because online gaming is still in its infancy. 
He admires The Sims Online, in spite of its 
flaws, for trying to do something new. “1 
think that if everyone can learn from what 
they did wrong and what they did right, at 
least they treaded some new ground. 
That's cool, and | feel the same way about 
what we're doing. Successful or not, every- 
nen S going to get a lot of data from this.” 
He can't resist 
adding, “We're 
going to try our 
best. to make it 
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This is your private Age, which you can customize over time - 
and which serves as a storage facility for linking books and 
other artifacts that you find on your travels. Just don’t leave the 
keys to your library in the hands of your two psychotic sons. 
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Lords of the 
Realm III 


DEVELOPER Impressions Games 
PUBLISHER Vivendi Universal 
RELEASE DATE November 2003 


ALTHOUGH Lords of the Realm /// might 
invite comparison to the Jota/ War series of 
games, perhaps it’s worth noting who was 
there first. When the original Shogun was 
but a twinkle in developer Creative 
Assembly's eye, Lords of the Realm was 
already doing the hybrid of turn-based 
strategy and real-time battles. But it’s also 
worth noting that Lords of the Realm I// is 
taking a different approach this time. 

Developer Impressions has thrown out 
the turn-based strategy in favor of real 
time, even at the strategic level. This means 
the entire game runs at one speed on all 
levels, whether you're waiting for a castle 
to be built, or charging archers with your 
cavalry. If you fight multiple battles simul- 
taneously, you'll have to either pick which 
one to manage, or hop back and forth 
between them. It’s an interesting approach 
that presents some potentially tough choic- 
es. During a demo, for instance, while one 
of the developers was playing a fairly com- 
plex siege, he emerged only to discover an 
enemy army had crossed his front lines 
and razed his farmlands. 

But the constant real-time is more man- 
ageable than you'd expect because of the 
simplified strategic level. The map is divid- 
ed into territories called parcels, each of 
which can hold one vassal. The type of 
vassals determines what benefit you get 
from the land. Drop him in place and 
you're done. There’s no building, no train- 
ing, no peon management, no resource 
allocation. There’s a sort of broad board 
game feel to the strategic shell that lets 
you get on with the business of moving 
armies and fighting battles. 

That's not to say there aren't important 
strategic decisions. There are four types of 
vassals, each of which affects its parcel differ- 
ently. A knight gives you companies of mili- 
tary units that can be combined into armies. 
A serf plants crops that are needed to feed 
your companies. A burgher creates a town 
that generates gold crowns. The clergy build 
churches that improve nearby production. 

However, each vassal is a unique per- 
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the castle. 


sonage with special advantages. Some 
might improve income, some give combat 
bonuses, some make castles cheaper, and 
so forth. The particular vassals available to 
you are determined by your ratings in 
chivalry, honor, and Christianity, which are 
determined by your actions. For instance, 
building churches will raise your 
Christianity, while executing captured 
knights will lower your honor. 

Parcels are grouped into regions, each 
with a capital called an estate parcel. 
These are important strategic locations 
because if you capture an estate parcel, 
you immediately control all the parcels in 
the region. But estate parcels are doubly 
valuable, because a vassal dropped here 
gives you a special bonus. Burghers create 
more lucrative cities, serfs build manor 
houses that can stockpile food, the clergy 
build cathedrals with wider-ranging effects, 
and knights build castles, which are partic- 
ularly difficult to conquer. 

Castles can be upgraded and cus- 
tomized, although you can only use custom 
castles you've built in the castle editor, 
which is separate from actually playing the 
game; the real-time pace doesn’t lend itself 
to fitting walls together at the right angles 
and deciding where doors and banners 
should go. During sieges, certain knights 
will automatically bring along siege engines 
like catapults, ladder towers, and ballistae. 
Infantry will be able to try to scale walls and 


[above] There’s nary a 2D sprite in sight with the 
all-new 3D graphics. [right] Having fun storming — 





fill moats. Cavalry will stand around and 
wonder why you brought them along. 

Each company is a single unit represent- 
ed by a cluster of about twenty 3D models. 
A company can be given its own formation 
and movement orders. The knight in 
charge can either be put in back for a 
morale bonus or put at risk in the front 
lines for a combat bonus. A row of banners 
along the bottom of the screen shows each 
company’s health, morale, and combat sta- 
tus. There aren't any formations for multi- 
ple companies, so you can’t drag-select 
your units and arrange them into massive 
formations a la Medieval: Total War, but you 
can fix their position relative to each other. 

Combat might look and feel familiar to 
fans of Medieval, but one thing to keep in 
mind is that it doesn't support multiplayer 
campaign games. Because the battles and 
the strategy are completely integrated to 
play in real time, Lords of the Realm II/ is 
uniquely suited to multiplayer. So if you're 
looking to “get medieval” with your friends, 
this should be the game for you. —/om Chick 


War and Warriors: 
Joan of Arc 


DEVELOPER/PUBLISHER Enlight Software 


RELEASE DATE November 2003 


TREVOR CHAN HAS played ping-pong 
between simulation and strategy games 
ever since Capitalism back in1996. Today 
he’s hovering over “pong” with War and 
Warriors: Joan of Arc. \t’s more of a hybrid 
pong, actually. Although it’s a real-time 
strategy game at heart, it’s heavily action- 
oriented, with a number of role-playing 
elements as well. 

Jeanne dArc, the Maid of Orleans, born 
around the year of 1412 in Domremy, and 
burned in 1431 at a marketplace in 
English-occupied Rouen, is still considered 
one of the most colorful personages asso- 
ciated with the Hundred Years War. The 
game allows you to play as Joan, the Duke 
of Alencon, the hard-as-nails captain La 
Hire, or her close companion Jean de 
Metz, whose belief in her visions and her 
cause left him no choice but to accompany 
her from Vaucouleurs on her journey to see 
the Dauphin. You'll also ally with, but not 
control, some other followers—The Bastard 
of Orleans, and possibly Bertrand de 
Poulengey, Colet de Vienne, Richard the 
Archer, and others. 

This is a level-based campaign during 
which you'll gain points applicable to major 
stats as well as combat moves. There 
seems to be a more even balance between 





Special effects during combat are abundant 
and elaborate. 


strategy and action than in most hybrid 
titles. You'll gain proficiency with the bow 
and sword, but itll do you no good if you 
don’t plan your siege well and use your 
allies’ abilities and placement to your 
advantage (a path-finding nightmare in the 
making). In an early build, with beta con- 
trols, getting killed was quite easy as the 
enemies are many, and they attack from all 
sides. Melee combat is really intricate, as 
you use many moves in combination. As 
expected, the 3D graphics engine is some- 
times glitchy at this writing, but when it /s 
stable, the hand-to-hand fighting is loads 
of fun to watch, with flashing swords and 
knockdowns, and some nice special effects. 

In this version, you could only play Joan, 
which is satisfying enough, especially since 
she has a lot of hit points. To use a bow, 
you toggle into “range mode,” which 
anchors you to one spot. It'd be nice if 
moving forward de-anchored you, but it 
doesn't (at this point), so moving out of an 
enemy's range is a bit hampered. You can 
change camera views, though, so shifting 
your aim is still possible. 

Nowadays you're probably used to fanta- 
sy and sci-fi heroines, but a female histori- 
cal leader is not something you stumble 
upon very often. Joan, however, is perhaps 
the paragon, because even in the 15th cen- 
tury, a teenage girl wearing armor and rid- 
ing horses was extremely cool. -Cindy Yans 
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Combat Mission: 
Afrika Korps 


DEVELOPER Big Time Software 
PUBLISHER Battlefront.com 
RELEASE DATE November 2003 


LIKE A PANZER division roaring into a 
sleepy crossroads town, Combat Mission: 
Beyond Overlord shook the provincial little 
world of wargaming. Developed and pub- 
lished in 2000 by the pairing of Big Time 
Software and Battlefront.com, it melded 
turn-based and real-time action, intellectual 
challenge and gripping drama, hardcore 
realism and accessibility. It was very well 
received, as was its 2002 follow-up 
Barbarossa to Berlin. Now, Battlefront.com is 
preparing to release the series’ third game. 
In Combat Mission: Afrika Korps, you'll fight 
across the desert wastes of North Africa, 
over the rugged mountains of Italy, and 
through the fertile valleys of Crete. 

Building on the Barbarossa to Berlin 
engine, Afrika Korps will offer everything 
fans of the series expect. Combat will play 
out on the tactical scale; each unit is a sin- 
gle squad, weapons team, heavy gun, or 
vehicle. In this environment, you can revel 
in the units’ nuances, and in theory, emo- 
tionally relate to the action as your men 
beat back a fierce assault or desperately 
take cover from a thundering artillery bar- 
rage. During each turn, you'll have a 
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about to turn ugly. 


chance to spend as long as you like study- 
ing the battlefield and issuing orders. Then 
you'll face a hands-off, one-minute, real- 
time challenge that plays out like a minia- 
ture war movie. An impressive array of sce- 
narios, as well as a random battle genera- 
tor and integrated scenario editor, will offer 
a wide range of challenges against human 
opponents or the Al. 

While the new game probably won't 
introduce any huge changes to the proven 
Combat Mission formula, it’s still not just a 
retread of the first two games. The new 
Mediterranean combat theater means you'll 
get to lead American, British, Canadian, 
Australian, New Zealander, South African, 
French, Polish, German, and Italian troops. 
You'll find nearly 1,000 different unit types, 
including new multi-turreted tanks. 

Improved vehicle graphics and new ter- 
rain and buildings, such as Italian vine- 
yards and African sandstone dwellings, 
help bring the battlefields to life. In an 
exclusive look at an early build of the 


{fom above] The grapes of wrath: Shermans roll through the vineyards of Italy; Thanks to the : “ 
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game, the moving vehicles are quite 
impressive, as are the explosions that kick 
up billowing dust clouds in the desert. 
These can block lines of sight as well as 
revealing vehicles many miles away. It 
appears as though Combat Mission's trade- 
mark depth and breadth are undiluted 
here, which is great news for strategy fans. 
—Scott Osborne 


Vegas! Make it Big 


DEVELOPER Deep Red 
PUBLISHER Empire Interactive 
RELEASE DATE January 2004 


SO WHY SHOULD you care about another 
casino game? Haven't you completely had 
it with Roulette sims, Blackjack sims, cock- 
tail waitress sims—wait a minute... cocktail 
waitress sims? Well, sure. Cocktail wait- 
resses, restaurants, showgirls, peel-your- 
own shrimp—these are tidbits central to 






Vegas! Make it Big. deals with numbers: make this much 

The game is a no-holds-barred take on cash by this time, or up your satisfaction 
running a Vegas resort that does include rating to 80% by Flag Day. There’s also a 
casinos, but also many other Vegas sandbox mode for being downright out- 
delights, such as pawn shops, wedding landish, where pulling in the dough plays 
chapels, stores that sell magenta seashell second to creativity. If you do have a 
paperweights—all sorts of things a tycoon weakness for casino gambling, though, 
needs to think about. And speaking of your game-of-chance-of-choice is sure 
“tycoon, a hands-on look at the game to be available. 
shows it plays just like some of the higher- If Make it Big is as compelling as Deep 
profile tycoon games like Ro/ler Coaster or Red’s last sim, Monopoly Tycoon, you might 
Railroad Tycoon. spend countless hours playing Virtual Strip. 

In reasonably good-looking 3D, the Okay, so the name makes it sound like an 
game offers up a series of scenarios, aphrodisiac. But who knows? Maybe it is 
each with a specific goal that usually one. —Cindy Yans 
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[above] A big purple lobster on the roof? OK, if you must; There are a slew of themes available for 
your resort-building pleasure, like “Big Ben Hur” here. 
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: rials of Atlantis: the latest expansion to the award winning online rolepla} 
ame; Dark Age of Camelot. Explore the ancient ruined civilization, 
ind powerful magical treasure, and discover the Atlantean lore. 


- Nine new Master Levels, gained only by passing each of the nine Tridls o 


- 00 new zones to explore - underwater, desert, underground, and ruined j 
- Oceans full of sunKen ruins, treasure and legions of deadly new monsters 
- Player controlled boats take you around the Oceans of Atlantis. | 
- Graphics engine upgrade presents Atlantis in stunning realism. 
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The biggest loser 
in gaming history 
returns for his first 
adventure in years, 


Looking for sleazy locations infested with creeps? Walnut Log’s 
got fleabag hotels, strip clubs, and dive bars. Or you 
& could just hang out in AOL’s chat rooms. 
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By Josh Mandel 


THERE COULD HARDLY BE ANY BIGGER SHOES 
to fill than Al Lowe's. And I’m not just saying that 
because he paid me $35 to do so. Nor because the 
man’s feet are, frankly, legendary. 

It might be because, over a 9-year period, Al cre- 
ated a nearly unprecedented six-game series that 
sold in the tens of millions. At one time, 25% of all 
Macintosh owners in the world possessed a store- 
bought copy of Leisure Suit Larry in the Land of the 

Lounge Lizards. But | think it’s because he 
fathered the first and only computer game char- 
acter that transcended its format and became 
familiar even to people who'd not only never 







































played a computer game, but who didn’t even own a com- 
puter. What's more, Al accomplished this without the help 
of arcades, console systems, TV advertising, or crossover 
cartoons, movies, and toys. 

Larry's last real adventure was 1996’s Love For Sail!, 
and his final hurrah came 2 years later in a tie-in inter- 
net gambling product, Larry’s Casino. So Larry has 
been, literally, in suspended animation for half a 
decade, waiting for Sierra Entertainment—formerly 
Sierra On-Line, nee Online Systems, AKA Vivendi 
Universal, to wake up and smell the potential. 

Now they have. 


RESPECT 
This magazine took a ballsy step that must've given Sierra’s PR 
department guys queasy stomachs: sending me to take the first 
look at Leisure Suit Larry: Magna Cum Laude, currently in devel- 
opment at High Voltage Software. I’m a Larry scholar and the 
most frequent contributor to the original series. And Sierra 
must've known that, as someone who worked side-by-side with $ a gentleman, he'll oun ee ee bee next mailing 
Al Lowe for years, my attitude would be, “Um... Larry and Al &, 

Lowe are synonymous. So where the hell is he, and who are » : 3 

these pretenders to the throne?” (No, the other throne.) inn. ee . oe 

But after seeing the work-in-progress, with a year’s | we a | = 
development still ahead, | must admit that Sierra 
somehow found the right team for the job... with the 
exception of Al himself, whose role in the project, if any, 
has yet to be defined. 

High Voltage, one of the country’s largest and oldest inde- 
pendent developers, has a respectable pedigree, although it 
has produced mostly console titles. Nothing in its release his- 
tory seems like an obvious precursor to a Larry project. So | 
walked into the preview prepared to be hyper-critical. 

“We figured we could do this game,” said Tom Smith, the 





canbe a green icons. If it continued, 
es actually talk this woman into spending right. 








Josh Mandel co-designed Freddy 
Pharkas, Frontier Pharmacist with Al 
Lowe, and contributed content to other 
Al Lowe games including the original 
Leisure Suit Larry VGA remake, Larry 3, 
Larry 5, Larry 6, and The Laffer Utilities. 
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project’s Design Director. “We're funny guys.’ | thought, “Yeah? 
We'll see about that.” 

A few hours later, | walked out amazed by their obvious respect 
for the original series, their faithfulness to its spirit, and their 
attention to all the right details. 


LARRY 2.0 
Magna Cum Laude is a next-generation Larry game in several 
senses. It’s not about Larry Laffer; it's about his nephew, Larry 
Lovage, “a student at a small Midwestern University” as Penthouse 
would say. Next-generation as well are its technology and design. 
It’s a fully 3D game, with selectable camera modes, extremely non- 
linear gameplay, and enough different play mechanics to make it 
impossible to attach to a genre (think Vice City). Among 

the exploration and dialogue puzzles, there 

are drinking games (like 
Quarters), a Parappa- 
style dance 








game, gambling games, the ubiquitous hand-slapping game, a 
photo-taking game, a wet T-shirt contest, an (ahem) autoerotic 
game.... There are plans for 10 different subgames in all, each 
with a substantial number of possible modifications, including strip 
versions. You can always choose to “wimp out” of the arcade sub- 
games-—lI call it “Clod Mode”—and you can still finish the game 
that way, but there are definitely rewards for toughing them out. 
The integration of all these subgames, and indeed the 

engine in general, seem silky-smooth and 

remarkably clean, due, no doubt, 

to an immense 

amount of 









Two of the ten subgames are Quarters and “Hot Hands,” the 
hand-slapping game. Larry, more than anyone, understands 
the value of eye-hand coordination. 









work by Lead Programmer Brian Bilicki and his team. 
To give credit where it’s due, the orig- 

inal Larry games, despite 

their classification 


as adven- 
tures, really 
pioneered cross- 
genre play. The first, 
sixth, and seventh Larry 
games were extremely non- 
linear, and many of the original 
series contained optional arcade 
and gambling subgames on top of 
their inventory and dialogue puzzles. 
That's part of why this new Larry fits so well 
into the series. 

The original games also often required the player to 
amass wealth. The new Larry needs money, too, but also 
has to find or earn tokens, which help unlock 
secrets. And, in 























































almost role-playing- 
like fashion, he must constantly build up 
his confidence, which helps unlock the 
knees of those around him. 


PURE SEX 


Another next-generation aspect is 
Magna Cum Laude's dialed-up sexi- 
ness. More girls—15, count ‘em, 15— 
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with whom to attempt to score. The language is much more 
premium cable thanit used to be. Nudity—semi-frontal, full- 
frontal, full-backal—is more frequently and easily show- 
cased, and a lot more vivid, too; “squash and stretch” takes 
on a whole new prominence in 3D. But you still won't get 
any explicit sex, and the likely parental lock-out feature will 
be much more ironclad than the trivia questions which inef- 
fectively attempted to guard young libidos from the original 
Larry game. 

The promise of animated smut was only part of the allure 
of the Larry series. The other was its humor: good ol’ boy 
jokes and sexual double-entendres by the carload. Again, 
High Voltage is stooping to the occasion. Magna Cum 
Laude is crammed with Adam Sandler-esque fart, poop, 
and genitalia-centric ribaldry, in descriptions, in dialogue, 
and plainly visible adorning every location. There are, for 
example, tons of twisted porn-movie titles (similar to, but 
not always as catchy as, the famous “On Golden Blonde”). 

To Smith and his writers’ great credit, they've offset 
some of the frat-level humor with more sophisticated riffs. 
There are occasional flashes of absurdity so deftly crafted 
and casually delivered that they'll sail far over the heads of 
stoned frat-boy players and leave the New York Times 
Sunday Magazine crowd delighted that somebody let Jon 
Stewart into the room. How many games these days dare 
to parody Ron Jeremy in one breath and Gilbert & Sullivan 
in the next? True, the humor tilts overwhelmingly to the 
wink-wink-nudge-nudge side, but that, too, is in keeping 
with the original. | remember the debate | had with Al to 
convince him to let me slip a few Broadway parody refer- 
ences into Larry 5, just to throw a bone to anyone in the 
audience over 30. 

Clearly, High Voltage did its homework. The humor is 
within spittin’ distance of the originals. The sexiness is... 
well, probably about where it would be by now had the 


It's times like these—finding the peephole into the 
women’s shower room-—that eye-hand coordination real- 
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22 YEARS 


Chuck 

eae §=benton cre- 
ates a text 
adventure 
called 
Softporn 
Adventure. 
The object of the game: to score. 
The main character: you. A young 
Al Lowe plays a pirated version of 
the game and sees its potential. 


SOFTPGRN ADVENTURE 
FOR ATRATS OMY 





Leisure Suit 
Larry in the 
Land of the 
Lounge 
Lizards, 
designed and 
programmed 
by Al Lowe, kept Softporn’s puz- 
zles and paper-thin plot, but 
added graphics, humor, a vastly 
superior parser, and a buffoonish 
protagonist: Larry Laffer. Re- 
released in 1991 with VGA graph- 
ics and a point-and-click interface. 







\ ; In Leisure 
Suit Larry 
Goes 
Looking for 
Love in 
Several 
Wrong 
Places, Larry gets a more linear 
plot that casts him in a James 


- Bond-esque role, battling evil Dr. 


Nonookie on Nontoonyt (“None 
tonight”) Island. He also meets 
Polyester Patti (later renamed 
Passionate Patti). 


Passionate Patti in 
Pursuit of the Pulsating 
Pectorals 
was also set 
on Nontoonyt 
Island. The 
gimmick: 
players switch 
repeatedly 
from control- 













ling Larry to controlling Patti. The 
ending comes full circle, with the 
two meeting Sierra co-founder 
Roberta Williams, and Larry pro- 
gramming Larry 7. 


Passionate 
Patti Does 
a Little 

= Undercover > 
Work, 
another spy 
spoof, 
offered VGA graphics, replaced 
the parser with point-and-click, 
and kept the identity-switching 
gimmick. Customers were finding : 
Sierra games too hard to finish, 
so Larry 5 was made extra-easy. 
Long-time fans objected; new 
fans appreciated it. 





With 
Shape Up 
or Slip Out, 
Larry wins a 
vacation at 
La Costa 
Lotta Resort. 
No more 





Patti, but lots more babes, 
tougher puzzles, and, for the first 
time, voices. 


“ Love 
 _- for Sail, co- 
designed by 

» Don Munsil, 
| puts Larry on 
a cruise ship. 
: Tons of extra 
features, like 
an optional parser, the ability to 
add your own voice and image, 
and game-generated wallpaper. 

This is Al’s favorite Larry game. 


There were 
several other 
products 
peripheral to 
the Larry 
series, 
including 
The Laffer 
Utilities, Larry's Casino, Freddy 
Pharkas, Frontier Pharmacist 
(Larry’s great-great grandfather 
plays a role), and Larry Pops Up! 





























Introducing: 


The Quietest PC in the Gaming Industry! 


Intel® Pentium® 4 Processor at 3.2GHz 
with HT Technology 

800MHz Front Side Bus 

Intel® 875P Chipset 

1024MB Dual Channel PC-3700 DDR SDRAM 
Two 120GB Serial ATA Drives w/ RAID 0 
16x DVDROM Drive 

52X/24X/52X CD-RW Drive 

AT| RADEON™ 9800 PRO, 256MB 

Sound Blaster® Audigy™ 2, 24 bit 6.1 Audio 
Two Front and Six Rear 2.0 USB Ports 


Microsoft® Windows® XP Professional Edition 


One-year Toll-Free Phone Support 
Lifetime Personalized 24/7 Online Support 


Visit 
for the latest prices and configurations. 








0} SCREAMWORX 














| SHARE THE ADVENTURE. 
SHARE THE FANTASY. 





Play(_)nline. SQUARE ENIX. 








PANTASLA 


a ONLINE 








INCLUDES BONUS © EXPANSION PACK 


FREE SUBSCRIPTION FOR 30 DAYS’ 


*Some restrictions may apply 


www. playonline.com 
Published by Square Enix U.S.A., Inc. 


. Online play requires internet connection. Players are responsible for all applicable internet fees. 
Animated Blood © 2001-2003 SQUARE ENIX CO., LTD. All Rights Reserved. Title Design by Yoshitaka Amano. 
FINAL FANTASY and Tetra Master are registered trademarks of Square Enix Co., Ltd. SQUARE ENIX, 
Vana’diel, Rise of the Zilart, PlayOnline, and the PlayOnline logo are trademarks of Square Enix Co., 


Violence 





Ltd. Windows and DirectX are registered trademarks of Microsoft Corporation in the United States 
CONTENT RATED BY and/or other countries. Pentium and the Intel Inside logo are trademarks or registered trademarks of 
ESRB Intel Corporation or its subsidiaries in the United States and other countries. The name NVIDIA, the 
‘ . NVIDIA logo, and NVIDIA The Way It’s Meant to be Played Logo are registered trademarks of NVIDIA 
Game Experience May Coming to 


Corporation in the United States and/or other countries. “PlayStation” is a registered trademark of 


Cc h an g e D u ri n g 0 n | ne p | ay Play S tation’2 Sony Computer Entertainment Inc. The ratings icon is a trademark of the Interactive Digital Software 


Association. All other trademarks are the property of their respective owners. 


for 








original 
series continued its formu- 
la of ramping up the raunch with every 
new release. The gameplay is respectfully reminiscent of 
the originals’ better offerings of free-form exploration and well- 
integrated subgames. And the character of Larry Lovage? He's 
definitely a chip off the old block. 


LOVIN’ THAT LARRY 


Feminist reaction to Larry was sometimes severe. Many felt that 
the games made Larry a hero, and encouraged players to view 
women as objects to be won. Al always maintained that the real 
purpose was to parody the men who act that way, to epitomize 
them in Larry, and to present him as an object of ridicule. As play- 
ers, we were not supposed to agree with Larry; we were supposed 
to laugh at his simplistic worldview, his ineptness, and his inability 
to relate to anyone on anything but a sexual level. Further, Larry 
did not discard women; he was always the one who'd want a life- 
time commitment, and the women were always the ones who 
woke up screaming and reaching for the hacksaw. 

Larry Lovage is the same sort of character. Like his uncle, he is 
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[clockwise from above] Sally Mae is the “training girl” with 
‘whom you can practice your pick-up skills. Hint: country 
girls always like a little Yiddish thrown into the conversa- 





boys at Delta Iota Omicron House love Larry, ‘cuz when 
he’s around, it’s always time for a good hazing! 





not a person we look up to, except for his ability to 
take repeated, close-range shotgun blasts to the ego 
and remain blithely undeterred. You never want to be 
him, but you have fun watching and listening to him. 
There are a few outright tips-of-the-hat to the 
Original series. A well-hidden peephole provides a 
view that will be instantly familiar to those who've 
fully explored Larry 6. There’s a talking photo of 
ol’ Uncle Lar’ in Larry’s dorm room. My favorite, though, has to 
be the lovingly recreated 3D realization of Lefty's, a locale inte- 
gral to Larry 1. 


A NEW DIMENSION 

After Larry 3 was published, and VGA became the norm, Larry’s 
“Bill Davis” era began. Davis, Sierra’s Creative Director for several 
years, came from an art background (Tough Job Department: he 
was one of Goldie Hawn’'s body-painters on Rowan & Martin’s 
Laugh-/n, and later won an Emmy for his design work on The 
Tonight Show). Davis felt that Sierra games needed a more cohe- 
sive, identifiable art style, and he developed a jaunty, neo-retro 
style for the later Larry games and the Larry 7 VGA remake. Right 
angles were out; misaligned doors, walls, and furniture were in. 
Vibrant colors profused with nary a thought spared for good taste, 
and eye-numbing patterns and textures were splattered every- 
where, much like your average /rading Spaces makeover. 

Sierra's earlier attempts to turn its 2D adventures into 3D were 
only mildly successful: functional, but only a fraction as atmos- 
pheric as their 2D counterparts. Not so here. After some experi- 
mentation with cell-shading and other styles, Art Lead Dave Leung 
and his talented artists decided to translate the Bill Davis-era look 


[_] Reconnaissance? 
rat -y, 


[-] Just need my space? 














into 3D. The results are phenomenal; this /s the look of the later 
Larry games. The lighting effects on display were rudimentary at 
that point, yet even they were brilliant and beautiful. Walking into 
that old Lefty's gave me that /wilight Zone feeling where the com- 
pletely familiar becomes totally new. The animation also looks flat- 
out terrific. Over 1,000 motion-captured sequences were used to 
aid the animators, and some of the sequences are so hyperrealistic 
that you'll actually believe a toon can do a worthy lap dance. 


COLLEGE EXPLORATIONS 

Most of the world in Magna Cum Laude consists of the campus of 
Walnut Log Community College. Dorms, classrooms, labs, offices, 
fraternities, all are widely accessible and rich with interactive fea- 
tures. But there are also plenty of off-campus locales. Roughly 
two-dozen areas in all are available for exploration. 

Said exploration will undoubtedly form a large part of the game 
experience. In order to progress, Larry has to meet and attempt to 
seduce each of the 15 women. Each woman has a very unique, 
strong personality and her own subplot, and the subplots are fully 
independent; they can be explored at will, at any time and in any 
order. To seduce each woman, Larry may need the proper outfit, 
enough money, and/or sufficient confidence. These are all gained 
through exploration, by playing the various subgames, and 
through dialogue. 

“We started with the premise that branching dialogue sucks,” 
said Smith. He’s right, of course. It pulls the player out of the story 
and into a menu-navigation puzzle. They developed a totally 
unique play mechanic for dialogue. | don’t think it solves the prob- 
lem entirely; instead of pulling the player into a menu-navigation 
puzzle, it now pulls the player into a side-scrolling arcade game 
that determines, from sentence to sentence, whether Larry puts his 
best foot forward or jams it into his mouth. Green icons represent- 
ing smart repartee and red icons representing boneheaded 
remarks scroll by, and the object is to steer your smiling 
spermatozoon so that it only intercepts 
the green icons. The 
more 


verage “length” ig 1.5 inches. Larry can now proudly 
claim he’s endowed like a Gorilla. 
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In the ‘spirit of. looking back an faint 
we asked ‘a number of old-school adventure 
game designers to. contribute pieces on a 
topic of their choosing, so here's their take 
on the state of gaming. 


By Steve Meretzky 


THERE ARE A NUMBER OF 
broad categories that gameplay 
activities fit into. Explore places. 
Build stuff. Collect stuff. Organize 
stuff. But there’s one that comes 
up more often than any of them. 
Way more often. Kill stuff. 

| just did a quick look through 
the October issue of this magazine. There were 28 ads for 
games; | would categorize 25 as games in which you kill stuff. 
(89% of the non-hardware ads.) The lone exceptions were 
SimCity 4, Railroad Tycoon 3, and Ghost Master. 

This isn’t meant to be one of those violence-in-games-is- 
turning-our-children-into-mindless-killing-machines tirades. 
My problem with violence in games is one of sadness, not 
anger. Why this relentless focus on “kill stuff’? 

That isn't to say that there aren't plenty of games | love that 
fall into the “kill stuff’ category. Just as there are plenty of 
movies | love that are filled with carnage, | also love to see 
movies that are filled with romance, and comedy, and the 
exploration of the inner soul. 

Games are doing a piss-poor job of delving into the full 
range of the human condition. To paraphrase what Dorothy 








Parker once said of Katherine Hepburn, games these days run 
the gamut of human experience from A to B. 

Sure, there are a handful of games, like those exceptions from 
the October issue that | mentioned earlier. But they are far too 
few and, it seems, getting fewer by the year. Is it any wonder 


that few people play our games other than males between 13 
and 35? 


The broader, casual games market—those games like Solitaire 
and Boggle and Tetris and Diamond Mine—is generally devoid of 
killing stuff. But these are tiny games, silly little diversions, dis- 
tilled and stylized, gameplay devoid of context and meaning. We 
shouldn't look here for games that will touch us and move us 
and change the way we look at the world. 

Yes, games can do that. They should do that. We were prom- 
ised they were going to do that. Books do that. Movies do that. 
And games are far more involving than those. 

The esteemed editor, in the hopes of making me look even 
more fogey-ish than | am, has asked me to contrast this sorry 
State with how rosy and wonderful things were in the good old 
days, before Pentiums and the Internet and Indoor Plumbing. So 
| just looked in the October 1993 issue of this magazine—exactly 
10 years before the issue | first analyzed—and did the same 
experiment. The results? A little better. Out of 40 game-related 
ads, 26 were for games about killing stuff. (65% of the non-hard- 
ware ads.)! Projecting backward, that means that the October 
1966 issue of this magazine would have had 0% ads for games 
in which you kill stuff, but sadly, the magazine hadn’t been 
founded yet, so we'll just never know. 


(And, for those of you who live by “let he who is without sin 
throw the first stone,” | should admit that I’ve made “kill-stuff” 
games myself, such as Superhero League of Hoboken, and 
worked on numerous others, such as a never-released Mad 
Max/Death Race 2000-style game in which you are racing a 
tractor trailer, mowing down pedestrians and pushing teetering 
school busses off the edge of bridges. But that still leaves 15 or 
so kill-stuff-free games I’ve made; even more if you count my 
more recent efforts in the casual games field at 
WorldWinner.com.) 

Collectively, games are offering us an experience that’s as 
broad as a fiberoptic cable, and the situation is getting worse, 
not better. How did we get to this sorry state? Where did we 
go wrong? 

Laziness: Killing stuff is easy. It's easy to show stuff die, blow 
up, get sliced to pieces. It’s easy to calculate the trajectory of a 
bullet. It's easy to subtract hit points and decide when an oppo- 
nent is vanquished. It's much harder to handle building stuff, and 
much harder still to deal with human emotions. 

Suits: In the past, games about killing stuff have sold well. So, 
games about killing stuff are a safe choice for the people mak- 
ing decisions about where development dollars go. Innovation is 
as welcome as that crazy old uncle at a family reunion. Will 
Wright, despite his track record, had to fight like mad for years 
to get The Sims made, and almost failed. 

A self-reinforcing development culture: The more that 
games are about killing stuff, the more the game development 
industry will only attract people who are interested in making 





















of those you scoop 
up, the more 
impressed the lady 
becomes and the 
more Larry's confi- 
dence builds. 

Then there are the orange “ogling” 
icons. Accidentally scoop up one of these, 
and Larry's gaze drifts momentarily downward to 
examine the woman's... portfolio. This is to be avoided. 

All that effort just to have a conversation may seem burdensome, 
but the game makes it worthwhile. Larry’s verbal gaffes are far fun- 
nier than his smooth lines, so you'll want to play the dialogue sev- 
eral times, screwing up at various turns to laugh at the verbal inept- 
ness, then redoing it right so that you can make actual progress. 

There are 45 different conversations (although each one of 
those has many variations and outcomes) and around 90,000 
words of dialogue. Fifty or so voice actors provided the talent, and 
we’re talking Union talent here, not the guys in the mailroom. 


ANIMAL MAGNETISM 

A beautifully oddball feature is Larry’s counterpart in the Animal 
Kingdom. There's this laboratory monkey, see? He’s got a crush on 
the female professor who owns him; the monkey even has photos 
of the professor taped to the inside of his cage. And the monkey is 
into self-gratification in a big way, only he hasn't figured out what 
opposable thumbs are for. So he kind of... 

...well, it’s very funny, it’s very bizarre, and it’s the kind of thing 
you have to see to believe. It’s hard to believe that somebody 
thought of including this in a computer game in the first place, and 
to believe that other people said, “Sounds good!” and animated it. 
But | guess if a masturbatory monkey were going to go anywhere, 
it would have to go in a Larry game. Someone needed to invent 
this game just so that there'd be a place to put that monkey. 

The same could be said of the load screens. | saw only place- 
holders, but if they're any indication of what High Voltage has 
planned, this may be the first game people actually buy and play 
hoping for longer load times. 


LARRY 8 

Magna Cum Laude's justifiably proud Producer, Joshua Van Veld, 
anticipates a release in the fourth quarter of 2004, for the PC, the 
PS2 and Xbox. The Xbox version can reasonably be expected to 
look about as good as the PC version; on PS2, however, some 
graphic corners will have to be cut. 

Frankly, | approached this preview ready to shake a fist and say, 
“They should've called Al first.” Given Al’s invention of the series 
and his monumental contribution to the success of Sierra, | can 
only hope he gets involved with this production and gives it his 
blessing. But either way, this game looks like an absolutely worthy 
inheritor of the Leisure Suit Larry name, a game that should easily 
delight newcomers to the series and probably satisfy even the 
pickiest old-time fans.e6 
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e “games akiout killing ‘ciate That is is, to 
generalize, young males. 

Shelf. space: If a game ‘doesn’ = — 
ell like hotcakes right out of the gate, ee 
t's gone. Innovative games, like those 
indie movies that start out slow and end 
up as the year's surprise hit, take a while ; 
to find their audience. Thanks to the impa- 
tience of the Wal- Marts and Circuit Citys of ee 
~ the world, familiar games-—that incoames, 
about killing stuff-have | a chance; others need ale 
not apply. - eo a 
_ Look in the goddamn mirror: 7 Of the last 10 ee 
games you bought, how many weren't about killing S ee 
stuff? We wouldn't keep making this crap if you did- 
~ n't keep buying this crap. Okay, it’s not crap. We’ tes 

talking about a bunch of mostly really well- crafted © 
games. But how many shooters do you need? ‘Do you realy 
need another hack-and-slash role-playing game? Another — 
WWII battle sim? Another commando-style crawl through — 
post-apocalyptic rubble? Next time you buy a hugely hyped 
me-too game, just because it has 50 extra polygons or two © 
new types of units, instead of taking a gamble on an interest- | 
ing-sounding game sitting sadly on the bottom shelf, don’t for- 
get to say to yourself “It’s my fault. It’s my own fucking faites = 

The solution? Maybe none. It would be nice if everyone 
went out and started buying exclusively adventure games, ges 
which is certainly the genre most capable of broadening ne 22 ‘ 
experience space that games offer, but | know that’s not going 
to happen. We may already be too far down the same slippery — 
slope that led comics into its superhero ghetto. But just in — 
case, buck the trend. If you're a game player, look for the 
games that try to go in new, unusual directions. Pay more 
attention to gameplay and less to visual and audio flash. 

Ignore hype and empty sizzle. If you're a game developer, 
make some games that matter. Work in your garage. Share © 
assets and resources with a few other like-minded people. 
Distribute over the Web. Don't give up. Or, eorneaey soon, 
itll be 28 out of 28. : 

Steve Meretzky has been designing games s since 1982, 
including titles like Planetfall, The Hitchhiker’s Guide to ie 
Galaxy, A Mind Forever Voyaging, and The Space Bar. He is 
currently Creative Content Director for Ne com. | 














| For those of you ce score at home, the 4 other games included — 
two racing games, two flight simulators, three sports games, a pinball game, ages 
a strip poker game, and five others including, a ercigh Railroad 
Tycoon. Some things never change... 


THIS IS YOUR GRANDMOTHER'S GAME * 7 


By Jane Jensen 


WHEN | STARTED WORKING AT SIERRA IN 1991, | REMEM- 

ber Ken Williams preaching that Sierra built family games. 

Sierra’s big titles at the time included King’s Quest, Space 

Quest, Police Quest, Quest for Glory and Leisure Suit Larry. = 
While Larry was not a family game on the face of it, ithada = 





To be played with NVIDIA. 


broader audience than you might 
think. The sex and innuendo :was 
light-hearted and harmless, the art 
cartoon-y to the extreme. Even 
Quest for Glory, a series that was 
conceptually a role-playing game, 
had combat and experience points 
so trivial even Aunt Ethel could 
master it. When | first proposed 
Gabriel Knight,the big concern at 
Sierra was that it was too dark to be a family game. Well... yeah. 
But families played it anyway. After the first Gabriel Knight came 
out, | received letters from kids as young as 12 and lots and lots 
of older women who swooned over Gabriel’s voice. 

Although Sierra moved away from the family concept in later 
years, with titles like Phantasmagoria 2 competing with the-likes 
of Resident Evil, let's face it, the golden age was:already at an 
end. At heart, Sierra—the classic Sierra—was a family game com- 
pany. And there’s a reason why they made adventure games and 
why adventure games were the right:product for that market. 
With their humor, elaborate graphics, slower-paced exploration, 
story and character focus, and tack of competition or ‘twitch,’ 
adventure games suited a much older,and younger audience 
than today’s games. The hardcore male: gamers. who write to me 
now learned to love adventure games at the-age of 8or.10'on the 
family computer, swatting their sisters away and getting peanut 
butter all over the mouse trying to “beat”,a classic Sierra title. 

The vision of Ken and Roberta Williams didn’t séem so unusu- 
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al at the time, but today? The mere concept of a family game 


«company is unthinkable. Electronic Arts, Microsoft, Midway, even 


LucasArts, and the current incarnation of Sierra/Vivendi, all res- 
olutely pursue the young male audience with unwavering devo- 
tion,.Ask a:store clerk for a family game and he’s likely to squint 
at you blankly for several seconds, then show you Half-Life or, if 
he’s particularly astute, a Barbie CD-ROM: 

Fortunately, one can always-depend upon the lust of the con- 
sumer andthe savvy of business people everywhere to eventual- 
ly deliver product to people who are willing to buy. Your grand- 
mother is still gaming, but now:she’s getting her fix on 
RealArcade or MSN Zone, where-the demographics on games 
like Bejeweled are an-astonishing 80% female with an average 
age over 35. Companies like Dreamcatcher have snuck in under 
the radar with European-made adventures and have built a loyal 
customer base that-has hardly a young male among them. And 
then there are aberrations like 7he Sims, which topped every 
best-seller chart in the universe and which, astonishingly, had no 
combat at all. 

Will there ever be another a family game company like Sierra? 
No. And there will-never be another Victorian age either. But 


there will be something.... After all, baby boomers are aging and 
there. are /ots of grandmothers. 


Jane Jensen is the creator of the Gabriel Knight series of 
adventure games. More recently her fourth novel was just pub- 
lished and she’has co-founded Oberon Media to address the 


casual gaming audience. She is also creating a new adventure 
games series for The Adventure Company.¢@ 


FINAL FANTASY XI OFFERS INFINITE CHOICES, 
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BUT YOU CAN ONLY FULLY EXPERIENCE IT WITH 
AN NVIDIA GEFORCE FX GRAPHICS PROCESSOR. 
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Alert your Empire, get to the core and unlock the 
secrets! PlanetSide: Core Combat™ offers new 
massive underground zones and caverns, 
upgradeable surface level facilities, and an 
unlockable form of ancient technology to access 
new weapons, vehicles and underground trans- 
ports giving your Empire the edge on the battle- 
fields above and below the surface of Auraxis.""* 


WL PLANET Sici€c.com 







Immerse yourself in what hundreds of thousands 
have already experienced...a land with no limits 
to the imagination, where excitement and myth 
reign supreme. Join over 400,000 players in 


what will become the adventure of a lifetime!* 


In the lost age of Norrath, three powerful 
factions will join in battle! Only one will emerge 
victorious from this epic war, so choose your 
strategies wisely. Leave your mark and become 
Legend in the Lore of EverQuest.” 
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Welcome to that wonderful 
time of the year when you're 


forced to pay attention to the 


eee filmed | 
entertainment 


W Gamers: A Documentary (Kiyash Monsef) is a 
surprisingly compelling documentary that takes a 
look at the Counter-Strike community. It follows 
two teams competing for the $25,000 
prize at the summer 
2002 CPL 
Championship. 
While it provides 
ample evidence that 
watching people play 
isn't particularly exciting, 
it does show how diverse 
_ “gamers” really are. 
(Assuming by diverse you 
mean, “Males 18-25.”) Anyone 
interested in Counter-Strike or 
game communities should pick it 
up from thegamingproject.com. 
Gamers isn’t funny, so if you 
want a few laughs—in the “laughing at” as 
opposed to “laughing with” way—try How to 
Make a Monster, a laughable remake of a 
1950s monster movie “modernized” with a 
videogame angle. A clichéd group of social out- 
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gift guide - 
geek guy’ 


interests of all of your so-called friends, relatives, spouses, and/or paid lackeys, 
hangers-on, etc. Or alternately, you're trying to figure out what you want from them. 
Since you probably know which games you want, or you've already run down to the 
store hoping to buy Ha/f-Life 2 on September 30th, only to have your Gordon 
Freeman dreams left unfulfilled by Valve’s decision to delay the game, here’s some 


unusual and not-so-unusual game geek stuff to consider. 


*(or gal) 


cast Hollywood gamer types designs a PC game 
called “Evilution” in four weeks to get a million- 
dollar bonus—oddly enough, the PC 3D shooter 
looks like the worst kind of budgetware and is 
inexplicably controlled with a Nintendo 
Gamecube gamepad—and then something goes 
awry. During a storm, the motion capture suit 
comes to life and decides to play the game for 
real, killing off the annoying programmers. Really 
awful from start to finish, the only special effect 
worth mentioning in this B- 
movie is the one that keeps 
Julie Strain’s pneumatic 
breasts from moving when 
jumping up and down 
while topless. 

Finally, the DVD of 
Ang Lee's giant-green- 
guy-drama The Hulk > 
(who also runs around 
topless and has CG 
animated breasts) . 
includes a demo of 
the Xbox version of 
Vivendi Universal's ii 
Hulk game. Smashing. 
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getting some action 


Action figures, that is. There are plenty of action figures 
floating around for various games. For example, 
Radioactive Clown has its Unreal Universe line of action 
figures from Epic’s game. The figures range from 7 to 7.5 
inches tall, with 16-19 points of articulation, and include 
Damarus, son of Mobeth 
tribe leader Gik Ma, 
whose predilection for 
bacchanalia has not 
affected his aim with a 
biorifle; Gorge, whose 
incarceration in the 
prison mines may have 
prevented him from 
acquiring firearms, but 
did not prevent him from training 
to kill with his lethal hands and teeth; and Domina, whose 
shapely frame seems appealing, until you notice her killer 
claws and the deadly spikes emerging from her armor in 
every direction. 








Blizzard itself pro- 
duces figures for 
WarCraft III, while ==... 
McFarlane Toys has A 
a line of Soul ee 
Calibur 2 figures 
that are no 
doubt very 3 
edgy. Fans of 
TRON 2.0 » 
can also find 
plastic-y versions of 
Jet Bradley, 
Mercury, and the rest of 
the crew (alas, no Bit) available from Reel Toys. Finally, 
JoyRide Studios gives <4 Halo its propos with a nice 
Master Chief with 18 points of articulation, and a Warthog 
with an open-air cockpit, four rotating wheels, front and 
back shocks, a clear plastic windshield, and a fully rotat- 
ing rear gun. Also available, in a decidedly different style, 
is an eerie Cortana. Series Two includes a red version of 
the MC, an eight inch tall alien Elite with scaly skin and 
fanged mandibles, and the Ghost light attack vehicle. 
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eee old school 


If you know someone who has an opinion on “LucasArts 
versus Sierra,” knows the lyrics to “Pac Man Fever,” tried 
to re-create his or her module in 

Neverwinter Nights, or who has a strange 
affection for large paper maps, here 
are a few items of interest. 

Eagle Games, the creator 

of the boardgame based 
on the computer game Sid 
<4 Meier's Civilization (which 

itself was loosely based on 

the Avalon Hill Civilization boardgame) is back with 
Age of Mythology. This boardgame follows the standard 
real-time strategy paradigm of collecting resources and 
building armies, and a unique dice and card system 
resolves all the conflicts. And unlike the game, this is in 
“real-life 3D™." 

Another curious hybrid is Mark H. Walker’s Lock ‘N 
Load: Forgotten Heroes—Vietnam (Shrapnel Games), 
which is a beer-and-pretzels wargame with a com- 
puter game component created by a past contrib- 
utor to this magazine (the aforementioned 
Walker). You can even download a demo of 
the boardgame by checking out its 
PC component. (And in early 2004, 5% 
it'll even have a standalone ) 
expansion in the form of Unsung 
Heroes—Elite Forces in Action 
1950-2003.) 

And now for something com- 
pletely different. The Book of 
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Erotic Fantasy ® (Valar Project, 
Inc.) is an Open Gaming 
License ruleset for sex, 
seduction, love, marriage, 
conception, as well as 
other relationship issues that 
can be added to D&D. It also 
has a magic system based on 
Tantric sex, Kundalini energy, and 
Orgone energy. It was initially a 
D20-based system until a “commu- 
nity standards of decency” provision 
was added to the D20 license. 
Speaking of D&D, Wizards of the 
Coast has released a set of D&D Miniatures (plus the 
usual expansions, miniature handbook, and a source- 
book... man, what a racket), with such popular characters 
as Wild Elf Barbarians and Orc Berserkers. The company 
also plans on releasing R.A. Salvatore’s The Lone Drow, 
the sequel to 7he Thousand Orcs starring that matinee 
idol Drizzt Do’Urden. 
If you really want to get your retro going, Namco TV 
W Games (UJAKKS Pacific) is a terrific place to start. 
Previous versions of this “multiple games in a joystick” 
device have focused on games for the Atari VCS, but 
this one includes the real thing: Pac Man, Dig Dug, 
Galaxian, the impossibly hard Ra/ly-X, and 
Bosconian. The joystick feels like a worn out coin- 
op one, and the games are perfect replicas. 
Finally, Mumbo Jumbo Games has 
Activision Anthology: Remix Edition, with 
over 75 Atari 2600 games ranging from 
Pitfall to River Raid. 
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SS ee the good word 


There are so many books about gaming available 
nowadays that it probably deserves its own sec- 
tion. In the last few months, there have been 
releases as diverse as Andrew Rollings and 
Ernest Adams on Game Design (New Riders), 
which helps you turn your ideas 
into an actual design docu- 
ment, to What Video 
Games Have to Teach 
Us About Learning 
and Literacy 
(Palgrave 
Macmillan), by 
James Paul 
Gee, which boldly 
goes against conven- 
tional thinking to provide 
some of the good that comes 
from playing videogames. 
Monster Gaming: The 
Complete How-To Guide for 













Becoming a Hardcore Gamer by Ben Sawyer 
(Paraglyph Publishing) is something of a guide 
for gamers, with sections about “getting the most 
of your hobby,” though most “gamers” probably 
won't uncover a lot of new information. The 
EverQuest Companion (McGraw-Hill Osborne 
Media), by Robert B. Marks, isn't a tradi- 
tional tips book. It looks at the history of 
EverQuest, as well as that of the mas- © 
sively multiplayer genre itself. Another 
book about MMOs is Prophet Without ~ 
Honor: Anarchy Online Book One (Funcom), ® 
by the ever prolific Ragnar Tg@rnquist, which is 
fiction set in the Anarchy Online world. 

Taking its name from Gauntlet, Blue Wizard is 
About to Die!, by Seth “Fingers” Flynn Barkan 
(Rusty Immelman Press) is by far the weirdest 
holiday gift. It's a collection of poetry about 
games, some silly, some earnest, some oddly 
compelling. Consider this sample, from the poem 
“Half-Life”: 

| have a crowbar 

and many problems; 











give ~Wal-lale 


Multipurpose handhelds 
are ready for their gaming 
(oj (ok-Y= a] ©) 


Unlike, say, Mac versus PC, choosing 
eM arelaelatei(emece)it)eleicclmmcelmmer-lanliare 
isn't cut-and-dried. The Palm OS has 
yee) ateial rel Mamie] kema] 0) 8) I ere] telat 
(20,000 at last count), and more 
games. But the Pocket PC had a sig- 
nificant power advantage until late 
2002, so there are more technically 
sophisticated games on that plat- 
form, from 3D shooters to real-time 
strategy and role-playing games. 
Then there’s Nokia’s new N-Gage, an 
all-in-one “entertainment deck” that 
IU] avowm alow 0) ave) alcore)a(oiaiccre me) Zi) ele] a 
platform. So which one to ask Santa 
for? Read on. 


ey-Vanmeys 

When buying a Palm OS handheld, 
be sure to get an OS 5 unit. The 
jump in power and capabilities is like 
going from a 286 to a Pentium 4. For 
gamers, there’s a clear choice in 
Palm OS handhelds: The TapWave 
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Indeed. 


Zodiac  (32MB, $299; 
128MB, $399), the first PDA 
designed specifically for 
gaming. 

Unlike the typical direction- 
rs] exe) a) due) oy-(e;-M(elelalemelamelinl-is 
PDAs, the Zodiac’s pad is an 
relate] (ole mere) altne)| (<1 ma mele] mm elUlacelars 
arranged in a cross on the opposite 
side of the screen and a pair of 
Jaelel(e(crmmcnlelelclesmel\ Vom inl-mAele | ale 
unmatched gaming ergonomics. An 
ATl graphics accelerator and Yamaha 
sound chip take the load off tasks 
normally relegated to the CPU. 
Though there’s no 3D acceleration, 
the Zodiac manages graphics on par 
with the original PlayStation, but 
games look much better on a sharp 
480x320 transflective LCD than on 
the family TV. Not just a game 
machine, the Zodiac's also one of the 
best PDAs available. It’s the only 
Palm OS handheld with 128MB of 
RAM, and the only PDA with a pair 
fo) is) BYANY/1\Y/| Om s>.(0)- 181-110) -1 (0) tra 
Bluetooth radio lets you play games 
wireless against other Zodiacs, or 
connect to a Bluetooth cell phone for 
wireless web browsing. Though there 
are only about 20 launch titles, the 


Zodiac can also play any game that’s 
compatible with Palm OS 5, and 
there are hundreds of those. 

Other Palm OS devices to consider 
include the Palm Zire 71, a fast, 
inexpensive hi-res PDA with a built- 
in digital camera, or the keyboard- 
equipped Sony Clié PEG-NX73, for 
which Sony offers an optional clip-on 
gamepad. Although it’s very slick as 
a PDA, avoid the micro-laptop Clié 
PEG-UX50 for gaming; it lacks the 
buttons necessary for games, and 
very few Palm games support key- 
boards. 

And the games? Among the initial 
titles for the Zodiac are Tony Hawk 
Pro Skater 4, Spy Hunter, DOOM Il, 
and Neverwinter Nights. (The latter is 
rumored to support user-created 
modules created on the PC version, 
though Atari wouldn't confirm that.) . «+ op» 
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Now the original Dungeon Siege comes with 20 more hours of RPG 
adventures in the mysterious, lush jungle of Aranna. Travel with an 
arsenal of weapons and spells through rich landscapes where flora 
and fauna are as lethal as they are stunning. A powerful new pack 
animal can join you in the battle < against relentless enemies, inc luding 
lizard-like Zaurask, feline Hass, and giant insects. You and the 
party you assemble are in a desperate struggle against time to save 
the world from destruction. Be ready for a challenge — they don’t call 
it a jungle for nothing. www.dungeonsiege.com 
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*rsereeeeroe liIGhts, Camera... quiet 


The only thing better than your current computer is every- 
one else's newer computer, so why not consider a few gifts 
to at least make it look a little faster? How about some nice 
Neon Lights to give the interior a nice glow? Antec has its 
<q Illumination Series of fine glowing... things, and in addi- 
tion to the usual ones that go inside your case, it also pro- 
duces two different sets of external ones that “pulsate to 
the beat of your music or games.” Designed for mounting 
on your monitor, they're as dumb as they sound but make 
for a pretty funny gift. And after the neon lights, 
go for racing stripes or a nice VTEC emblem. 
(And people used to make fun of “Turbo” 
switches.) 
lf you have a fast machine, there’s a good 
chance you have a noisy machine. 
So how about some items to 
shut it up? There are plenty 
of cases out there, but the 
Sonata ® from Antec is 
good looking, with its shiny 
piano-black finish, and 





designed to be quiet. Instead of popu- = 


lating the case with a bunch of small, fast-moving 

fans, it has a single, giant, 120-millimeter fan that spins 
slowly and quietly, blowing hot air out of the case. Other 
niceties include a hard drive cage with rubber grommets 
for mounting the drives, reducing vibration noise, and a 


simultaneous button 
presses and unrecog- 
nized diagonals that 
plagued some earlier 
iPAQs. Its removable 
battery means you won't 
run out of juice on a 
cross-country flight. Alas, 


*e°*R Among the more impressive generic 
Palm OS games are Warfare 
Incorporated (Handmark), a real-time 
strategy game designed from the 
ground up for handhelds; Spaceward 
Ho (Mobilefreon), a port of the Mac 
4X space conquest game; Kingdom 
(Grogsoft), an “homage to” (okay, 
clone of) the original Civilization, and 
Master Thief (Cascata), a first-person 
shooter. You can find these all on 
PalmGear.com. 


pocket pc 

The Pocket PC most worth unwrap- 
ping on a holiday morning is the HP 
iPAQ h2215 & ($399). It’s 400MHz 
CPU is speedy, it has a sharp, bright 


lent iPAQ Game Pad. 





games supporting multiplayer using 
the h2215’s Bluetooth radio are few 
and far between. If you don’t mind 
spending the big bucks, the iPAQ 
h5555 (S699) adds built-in WiFi, a 
fingerprint reader for security, and 
the ability to snap on BenQ’s excel- 


Among the must-have games in 


front panel with 
Firewire and USB 
ports. It also has 
two glowing blue 
lights, and would- 
n't you know that 
Antec also sells 
blue, glowing, 120- 
millimeter fans? 

If a new case isn't really an option, how about trying to 
make your existing one more quiet? Consider replacing 
your existing two- or three-fan power supply with some- 

thing like the A Super Tornado (Seasonic), 
which despite delivering modest power (300 
watts), was still able to handle a 3GHz 

Pentium 4 and an Athlon 3200+ with high- 

end Radeon 9800 and GeForceFX 5900 

cards. Unlike most power supplies, it offers 

near-silent operation thanks to its single 

120-millimeter slow-moving fan. (The website 
QuietPC, www.quietpc.com, has a number of 
other interesting items to shut that PC up, 
and Directron.com has its own “Silent PC” 
area. Silence is a great gift—enjoy it.) 
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of the PC 

Classic; Marble Worlds (4Pockets), a 
new version of the classic Marble 
Madness; EverQuest: Attack on 
Qeynos (Sony), a single-player game 
set in the EverQuest universe; 
Rayman Ultimate (Gameloft), classic 
platformer fun; and Ultima 
Underworld (Zio Interactive), an exact 
recreation of the original. For more 


the Pocket PC library are Age of 


retro fun, Pocket C64 (ClickGamer) 


screen, and it boasts 64MB of mem- 
ory and CompactFlash and SD 
expansion slots. On the gaming front, 
it has a comfortable directional pad, 
and it solves the problems with 
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Empires (Zio Interactive), a full-port 
fe) ma tale 
single- 
player 
portion 


lets you play Commodore 64 classics 
like Raid on Bungling Bay and 
Starflight. Find ‘em all at 
PocketGear.com. 














WESTFRONT ” 


The time is World War II and the world is at war, the world is now 
your men and getting them home alive. 






KEY FEATURES oc iS ceca cies cares 

- Continuous time / Timed play World Warll — =. « me aes s 
3D strategy game 

Ol ome(setncemltivem ernitiie 

- Company level tactical setting with the 
emphasis on small unit tactics. 

- Detailed combat system 

me Di-ie-Vi (re m-vuntrermencere(o 

me DY=i = (ore mosh Ceara) (oyea (e-) meurere(l| 

me Droirvi(cremcaercrramentere (om estore menmce)eerae-}e tice 
maps of the real terrain 

- Multi-player action for head to head play 

ew otcive)u(e-ver-talemahyerelsatcie (ecm ecatte lel 

- Operations and dynamic campaigns allow 
long replay ability 

- Scenario Editor 

- Ships with easy to use Modinstaller (let’s you 
swap mods with a mouse click!) 
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adequate, but this one is faster, gives you more options, 
and presents lots of colored blocks that move around on 
screen. It's like 7etris, minus that whole “interactive” part. 
What gamer doesn't use, or need, some kind of protec- 
tion? If you don’t want Norton Utilities (Symantec) 
mucking around with your entire system, try some free 
(for personal use) anti-virus programs like AVG Anti 
Virus (Grisoft) or AntiVir (H+Bedv). Both receive regular 


eoeeeoe Utilitarian ttems 


<q PerfectDisk 6.0 


»@e@eeoeoeoeeeeeeee30edeeeed et | 


“fh Options G7) Add Connection GU 


5 10. 1.2.5 (5 Users) 
(@) offense 
@) defense (3 Users) 
& Crazy Joe 
@ SamSpaid 
& Julie 
@ OnCrap 
Devastator 
Firefight 
AudioPhile 


@ PJ 


What says, “I care about 
the order of the bits and 
bytes on your hard drive, 
and by extension, about 
bringing order to your 
life” more than a nice 
disk defragmenter like 


(Roxco)? Sure, the one 
that comes with Windows is 


updates, and there are “pay” versions that offer greater 


functionality. 





More specific to games, consider FRAPS (Rod 


*** telephones 
By now you've probably seen about 
three billion ads for Nokia’s $299 
N-Gage “Game Deck,” which 
(ore)an) e)ialstowrs im ar-]ale|acci(emel:|palcmene) ariel (c 
and a cellular phone. It’s too bad 
Nokia hadn't spent some of that 
money on a better design. It’s not all 
bad: the N-Gage is a powerful 
Tiare] ut8)ale)atoMmiV pl (ep mers|aMme leu iallersle| 
contacts and appointments, browse 
the web, and even send and receive 
e-mail. (Composing e-mail on a 
numeric key- 
pad sucks in 
a big way, 
however.) Its 
Bluetooth 
radio lets it 
double as a 
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wireless modem 
for a PDA or lap- 
top. It plays MP3s, 
and even includes 
an FM tuner. But you 
ate)(e Mm tal-m o)alelal-M-mo1ele [mice 
your face when making a call, 
leaving you looking like a dork with 
a GameBoy Advance stuck in his ear. 
As a game console, N-Gage is a 
mixed bag. Its library of well-known 
licenses is impressive—7omb Raider, 
Moto GP, Super Monkey Ball, Splinter 
Cell, Red Faction—and playing wire- 
lessly via Bluetooth (and eventually, 
via a cellular data connection) is a 
afele) om Oxo) al ine) (cme: liome(olele mal ecmore) in) ce) ace 
able in your hand, the screen is 
bright, and its stereo audio sounds 
great. But its vertical-format screen 
is just wrong for some games. Sure, 
it adds that extra touch of authentici- 
ty to Space Invaders (part of Taito 
W/Celanlela(stsp mele mm dest) eMat-1¢/cmrclale 
Tony Hawk Pro Skater end up feeling 
cramped—it’s the videogame equiva- 
lent of watching a DVD in pan-and- 
scan mode. And the multi-step 
process to swap game cards (which 
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Maher), which used to merely 
show frame rates for benchmark- 
ing games without built-in coun- 
ters and is now a full-blown utility. 
lt has screen capture functionality 
the equal of programs like 
HyperSnapDX (Hyperionics) and 
Snagit (TechSmith), and it can 
also capture video at full game res- 
olutions (though that requires a 
seriously fast machine with a seri- 


| 
= 
: 
z 


ously fast hard drive). 

Finally, anyone that’s serious about playing cooperative 
games online is on the lookout for voice software, and 
Ventrilo (Flagship Industries) is one of the best: Other 
products include A TeamSound (WiredRed Software), 
TeamSpeak, and the program that started it all, Roger 
Wilco (now part of GameSpy). For chatting and browsing 
for games, there’s the near-ubiquitous GameSpy Arcade 
(GameSpy) or its more streamlined alternative The All 
Seeing Eye (UDP Soft). 


includes 
removing the entire back of the 
device and the battery just to get to 
the card) is just insane. If you're 
looking for a Bluetooth phone any- 
way, N-Gage’s gaming is a nice 
bonus feature. Just please, for the 
sake of your dignity, use a headset 
with it. 

Among the games available at 
launch are Jomb Raider (a port of 
the original), Spinter Cell (alas, a 2D 
version similar to the Game Boy 
Advance release), SonicN (you know, 
the hedgehog on speed), and Super 
Monkey Ball (everyone's favorite “roll 
the monkey” game). Nokia bought 
Sega’s online development group, so 
look for lots of Sega classics to 
appear on the platform. 6 
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_US Rangers call 
in long-range 


Engineers 
repair tanks and 
lay mines. 


Amphibious 
tanks assault 
from shore. 


Operatives swim 
in and plant 


explosives. Flamethrowers 


incinerate enemy 
strongholds. 
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88 mm AT guns 
instantly configure 
as AA guns. 


Stealthy commandos 
dispatch enemies 
with knives. 
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GE THE FATE OF 
A NATION. BOCO YEARS 
OF WARFARE CAN CHANGE 
THE PATE OF THE WORLD. 


















——= MEDIEVAL fe 3s artes 


Command your nation in lightning warfare, strategic, 
long-term empire building or online Multiplayer action. 















From thundering cavalry charges to roaring blitzkriegs, 
command spectacular battles from the Medieval Age 
through WWIL. Rule one of the world’s seven mightiest 
civilizations, armed with realistic weaponry, powerful 
technologies and unique military and economic abilities. 


Build an empire to conquer the globe and rule the ages. 


Machine gunners 
entrench for 
close combat. 





s INPOWDER AGE 
Rule as history's greatest heroes in 3 story-driven adventures. 
Overcome conspiracies and intrigue to guide your empire to greatness. 













~IMPERIAL AGE — 
Lead 1 of / completely distinctive civilizations through 1,000 years 
of history in dramatic land, air and sea battles. 


Rifle infantry and 
machine gunners 
man pillboxes. 
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: COMING THIS PALL. 
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EMPIRE S RTS : oe C) M Get a general's eye view of the action with a rotatable, zoom-capable camera, 
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Die, Bugs, Die! 


An infestation of those nefarious critters almost 


manages to sink The Temple of Elemental Evil 


BY ADAM FLEET 


DELAYED. PUSHED BACK. Oh how gamers 
hate to hear those words. The outrage 
spreads across the online forums at even 
the hint that a long-awaited game might 
miss its scheduled release date. But what’s 
forgotten in that outrage are the potential 
consequences when the decision to delay 
is vetoed in exchange for shipping a game 
that isn’t quite done. Such is the fate of 7he 
Temple of Elemental Evil, a game that could 
have been, and still may be, great, but 
exists now as a disappointment and a 
warning to be careful what you wish for. 
Back in the mid-eighties, Gary Gygax, 
the father of Dungeons and Dragons, cre- 
ated the original “Temple of Elemental 
Evil,” and aspiring wizards and warriors 
could try their luck in this tale of two ham- 
lets, where the sealed ruin of an evil 
fortress holds powerful artifacts, untold 
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riches, and almost certain death for the 
unwary. From that source material the 
folks at Troika Games, of Fa//out and 
Arcanum fame, have composed their latest 
computer role-playing opus. 

One of Troika’s trademarks, and tenets 
of real role-playing, is the idea that you 
should choose your own path and not be 
shanghaied by the designers. 
Consequently, the first choice in starting a 
new game is picking an alignment for the 
party as a whole, to reflect its overall moral 
compass and determine how the game 
starts. Goodie-two-shoes hero types might 
Start out by attempting to save a merchant 
caravan under attack by bandits, while less 
scrupulous adventures might begin by 
torching a small country village for fun and 
profit. Whether your ultimate goal is world 
peace or just the biggest piece for yourself, 








[from top] All of the myriad combat actions 
can be selected from the radial menu, such as 
the coup de grace required to off this regener- 
ating Troll for good; Battles outside are few 
and far between, which is a shame. All the 
indoor fighting sometimes cramps the style 
of the terrific combat engine. 


all roads eventually lead to the Temple 
itself, and all that is entombed within. 
Creating your intrepid party is handled 
in a manner that is likely to please just 
about everyone. For old-schoolers and 
power gamers, characters’ stats can be 
rolled as many times as you can stand to 
click the reroll button in search of the ulti- 
mate badass. For those wanting a faster, 
more meticulous way, a point-buying sys- 
tem is also available, as well as a full stable 
of premade characters to choose from. 
Parties can house up to five player charac- 
ters, although three more NPC companions 
can be added during play for a grand total 





[clockwise from left] Talk, talk, talk, and very little 
to say. Dialog is badly wanting more tones and 
more options; Could it be... Satan?!; Fireball for 
everyone! Wheeee! 


“home taee vv eszte Ve ToT FW PRETO N09 Ons EDOADLOERNSENY SLAF URRP +2 UP RR SNBIAS Ip RB 


ion ener fine saveegerse sonar = 


{Drunk Vilager) [He breathes in deoply and tries to iook grave. but he ia wobbling back and forth unsteadily]! 
am lookin’ fer work. | need da money, y'aee. i would ike te buy some aie. 


of eight. Though there is a hard experience 
cap of 10" level, there’s plenty of room for 
characters to grow from scrawns to studs 
and the cap doesn't feel too limiting. 

In bringing the rules of Elemental Evil up 
to date from Gygax’s 1*' edition to Wizard 
of the Coast's latest version 3.5 and trans- 
lating it to the computer, Troika has man- 
aged to create one of the best and most 
faithful renditions of D&D style turn-based 
combat ever. Considering that a large 
majority of the game involves hacking and 
slashing your way through the darkened 
corridors of the Temple, this is a very, very 
good thing, assuming of course you like 
turn-based combat. The mostly 2D engine 
sometimes becomes difficult in the 





Temple's narrow corridors where things 
tend to pile up, and the graphics lean a lit- 
tle toward the dark and muddy side, but 
these are fairly minor complaints. 

The biggest hurdle for some people is 
learning the D&D rules (about 150 pages of 
which are included in the manual) if you 
aren't already intimately familiar with them, 
as knowledge of the battle system is imper- 
ative if you hope to succeed. A pop-up 
panel showing all of the rolls made behind 
the scenes helps tremendously, for newbies 
and vets alike, and learning the ropes is 
well worth the effort. With a wide variety of 
monsters to fight, and a considerable arse- 
nal of (mostly) well-implemented feats and 
spells to learn for your characters, the com- 


bat is a real joy from start to finish. 

Combat alone doesn’t make a role-play- 
ing game, however. Ironically, The Jemple 
of Elemental Evifs open design makes it 
feel somewhat disjointed. Though quests 
and story elements are available if you go 
searching for them, getting to the crux of 
what's really going on can be more like 
pulling teeth than unraveling a tantalizing 
mystery. A system of skills like diplomacy, 
bluff, and intimidation are supposed to 
allow for a deeper level of dialog interac- 
tion, but there often aren’t enough options 
to make it feel like you really have control 
of the conversation, and it’s sometimes dif- 
ficult to arrange the right person with the 
right skill to be the one speaking, not even 
counting the quests and conversations that 
are just plain broken. 

Which brings us to the game's greatest 
flaw, a smorgasbord of bugs, glitches, and 
blatantly missing features. Whatever moti- 
vated the release of the game in this state, 
it is excruciatingly clear that it was not fin- 
ished. It’s possible that a few of these bugs 
could have slipped through the QA 
process, but it’s naiveté to the highest 
degree to think that this game wasn't rude- 
ly booted out the door with a laundry list of 
known errors. Granted, most are not show- 
stoppers. For the most part the problems 
are annoying. From the game's rich magic 
item crafting system laid low by elements 
that simply don’t work properly, to bugs 
with spell effects and durations that can 
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cripple characters, forcing you to kill them 
and resurrect them at significant expense 
to return them to full strength; the disap- 
pointments build from start to finish. 
Perhaps most shocking are the missing 
magic item descriptions, leaving you with 
only the name of the item to derive its 
function even after the cost of identifica- 
tion is paid. While even RPG novices are 
likely to figure out what a cure light 
wounds potion does, only the high priests 
of nerd-dom will know what to do with 
items like Keoghtom’s Ointment. 

That this game still is recommendable in 
its current state is a testament to just how 
good this game could have been, as well 
as the barren state of the current RPG 
landscape in general. Optimistically, a 
decent patch could improve playability 
tremendously—a comprehensive one could 
even make it a five star game—but that 
remains to be seen. Troika knows how to 
craft a more compelling game than this; it 
looks like they just ran out of time. 

DEVELOPER Troika Games * PUBLISHER 
Atari * ESRB Teen 


Homeworld 2 


Homeworld Reloaded 


P| as Py 


IN 1999, RELIC Entertainment's ground- 
breaking Homeworld took the gaming 
world by surprise. Still widely regarded as 
the gold standard of space real-time strat- 
egy games, it successfully coupled lush 
graphics with a sleek interface that made 
manipulating camera angles and toggling 
between build and formation menus in a 
three-dimensional vacuum seem like the 
simplest process in the world. You’d never 
seen anything like it. 

In the case of its long-awaited sequel, you 
see something exactly like it. The admittedly 
wondrous graphics are a given; they approx- 
imate those of the idealized Homeworld of 
your memories. And, especially during mas- 
sive battles of all ship classes, you can’t help 
but admire its finer points, from its lovely 
dynamic lighting to its chilly “realism.” It’s not 
an easy effect to pull off. 

The Homeworld universe is “hard” sci- 
ence fiction, as opposed to, say, StarCraft. 
The large, complex battles it depicts have 
an austere, clinical feel that’s more 
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admirable than immersive, regardless of the 
camera angle. But it’s great hard sci-fi, and 
the visuals really suck you in —literally—as 
you zoom in closer like a jeweler with a 
loupe, and the distant flashes gradually 
coalesce into thousands of stories unfold- 
ing. For a game totally devoid of visible liv- 
ing organisms, Homeworld 2 compensates 
by making you care about simulated husks 
of flying machinery. Your people live inside 
those fragile husks, fly them, die in them— 
the exhaust trails become their souls. As in 
Homeworld, you feel for these poor trusting 
bastards scrounging for asteroids out in the 
middle of genuine nowhere. 

Which is partly what makes much of the 
martinet story campaign such a bummer. 
Homeworlds poignant air of cosmic mys- 
tery is largely absent; here everything’s all 
grueling puzzle and puzzling grind. Instead 
of offerings like Homeworld’s wonderfully 
eerie Garden of Kadesh, the sequel gives 
you exhausting debacles like the fourth 
mission, in which doing things in sequence 
directly opposite from what’s suggested is 
not only possible but proves a tenth as 
ulcerous, and the outright sadistic red her- 
ring of the tenth one. There’s no let-up, 
just an overriding sense of attrition and 
hopelessness as you watch your entire 
“persistent” fleet get persistently pulverized 
many times over. It’s not just the difficulty 
either, but the logic. The third mission 
introduces marine frigates, which “capture” 
enemy ships in multiplayer, but in single- 
player only give the misleading impression 
of being able to do so (including attaching 
to the ship and displaying a steadily 





ae 


increasing “capture bar”). Also annoying is 
the automatic collection of resources. The 
lack of such an option was, ironically, one 
of the few valid criticisms leveled at 
Homeworld. Here, automatic collection 
occurs the second you've completed your 
mission goals, which entails starting the 
next level short-handed. The option to 


keep playing after collection would be a 
welcome addition. 

The storyline has its moments, but after 
Cataclysm’s strange, daring waters, 
Homeworld 2s scavenger-hunt plotline 
feels for most of its length like an almost 
spitefully conventional rehash, top-heavy 
with extra-galactic ancient races that no 
longer exist except as convenient plot 
devices. (The whole thing’s an anthropo- 
morphized riff on David Brin’s Up/ift novels, 
which take space combat imagery to 
heights Homeworld 2 can only dream of). 
Your new enemies, the Vaygr, have swanky 
vertical missile launchers but don’t seem 
inherently distinct as a culture from your 
own Hiigarans; they are supposed to repre- 
sent a “conglomeration of races.” 

The game steals openly from its prede- 
cessor. Many missions feel like pale clones 
of Homeworld’s campaign, only with 
enhanced difficulty. Towards the cosmic 
climax, things stir to flashy, unexpected life, 
but since there’s no difficulty slider of any 
kind, only the uber-skilled will get to 
appreciate the cream. 

Homeworlds interface involved toggling 
to separate screens for building ships and 
researching technologies, but there were 
few options, it never seemed cumbersome. 





Here the menu takes up a third of the 
screen, obscuring your view of the luscious 
space graphics, and you can’t move or 
shrink it. Hitting R minimizes the research 
menu, but B doesn’t minimize the build 
menu. For all their bigness, the menus 
don't seem to use their space wisely; it 
makes you long for the minimalist simplici- 
ty of the sensors manager. 

Many basics feel harder, although you 
get used to them. You now build the small- 
er ships in complete squadrons, presum- 
ably to make the battles bigger and more 
spectacular, but clicking on an individual 
ship gives you the relative health of the 
entire squadron at the bottom of the 
screen, which is less precise. Why not an Al 
setting to have ships auto-dock when 
they're near death? Why can't collectors 
auto-repair? Why no patrol? How about 
being able to assign docked craft to control 
groups? Alt-bandboxing a group of ships 
that includes hostiles doesn’t show a list of 
all those selected, as it did in both the orig- 
inal and Cataclysm. The beloved formations 
such as sphere and claw have been aban- 
doned for new, more efficient “strike 
groups,” fleets that can include multiple 
ship types but move at the speed of their 
slowest unit. Familiarity with these is a 
major factor in combat, but the rock-paper- 
scissors consequences of using each type 
are barely touched on in the slender manu- 
al, itself a mockery of the original game’s 
thick, detailed documentation. 

Helping Homeworld 2 skate by in the 
face of all this is what from every early 
indication seems to be a satisfying, 
uniquely textured multiplayer experience 
by LAN or (results may vary) by Internet. 


Limited numbers of key modules called 
subsystems can be built to customize your 
larger ships with features like fire control 
towers, cloaking devices, and hyperspace 
modules. They can also be targeted by 
focused enemy fire, adding a whole new 
dimension of strategic possibilities. 
Already, techniques such as mobile refin- 
ery and platform rushes are being vilified 
online as proof of Homeworld 2s faulty 
“balancing” issues. But tactically, it delivers 
an improved, much more elaborate combat 
model than the first game. 

For all its clumsy new baggage and 
rushed feel, Homeworld 2 takes itself seri- 
ously, designed from the ground up as a 
reward to the faithful rather than an olive 
branch to the casual newcomer. The lucky 
few up to its Sisyphean challenges will find 
themselves rewarded for their loyalty. 
-Kelly Wand 

DEVELOPER Relic Entertainment « 
PUBLISHER Vivendi Universal * ESRB Teen 


Savage: Battle 
for Newerth 


Almost brilliant 
a a 


TRAPPED SOMEWHERE inside Savage: 
Battle for Newerth is a great game trying to 
break free. It's a mechanically brilliant 
design, a seamless fusion of action and 
real-time strategy that that adds an ele- 
ment of organized tactics that you won't 
find in most other team shooters. Like the 
land of Newerth, however, which is locked 
in an eternal struggle between human and 
beast, the game is a Jekyll and Hyde mix of 
entertaining concepts and uneven execu- 
tion. It’s often hard to decide whether to 
love it in spite of itself or reluctantly hate it. 
If you've played the “Natural Selection” 
mod for Half-Life, or the vastly underrated 
Allegiance, then you have some idea what 
to expect. Two teams of beasts or humans 
face off against each other on one of four- 
teen different maps. Most of the players 
jump into the game as warriors and fight it 
out with the enemy from a first- or third- 
person view (if you aren't using one of the 
longest ranged weapons, it’s best to stick 
with third-person). One player on each 


top sellers 


It's a pity how poorly flight simulators sell. 
They can’t get into stores, they languish 
on shelves, and companies have to pay 
people to take them off their hands. It’s 
an awful situation. (Except for Flight 
Simulator 2004.) 


WarCraft III: Frozen Throne 
Vivendi Universal Publishing kk ** 


Flight Simulator 2004: Century Of Flight 
Microsoft * *&*& *& V2 


The Sims: Superstar 
Electronic Arts ***&* 


Madden NFL 2004 
Electronic Arts * kk ** 


The Sims Deluxe 
Electronic Arts Not Rated 


Star Wars Galaxies: An Empire Divided 
LucasArts * * V2 


WarCraft III: Reign Of Chaos 
Vivendi Universal Publishing **** 


Zoo Tycoon: Complete Collection 
Microsoft Not Rated 


Age Of Mythology 
Microsoft * kk *&*& 


The Sims Unleashed 
Electronic Arts ®** V2 


Diablo II 
Vivendi Universal Publishing *k** 


Battlefield 1942 
Electronic Arts k*&*&* Y2 


Roller Coaster Tycoon 2 
Atari kkk 


Rise Of Nations 
Microsoft *k*** 


Neverwinter Nights: 
Shadows Of Undrentide 
Atari &&*& V2 


Finding Nemo: 
Nemo’s Underwater World of Fun 
THQ Inc Not Rated 


Finding Nemo 
THQ Inc Not Rated 


SimCity 4 
Electronic Arts ** V2 


Command & Conquer Generals 
Electronic Arts *** 


Zoo Tycoon 
Microsoft * **& * V2 


The August list is based on units sold by more than 70 
channel partners, representing 90% of the U.S. retail 
consumer market. For more information, please contact 
NPDTechworld. 
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team takes the role of Commander; instead 
of fighting on the ground, these players get 
a bird’s-eye view of the battlefield and are 
responsible for organizing tactics, building 
a base, and researching new technologies 
for the troops. 

While it’s not an entirely novel concept, 
Savage strikes the best balance yet 
between the action and strategy elements. 
It's simple enough to pick up without the 
need for tutorials (a good thing, since it 
doesn't have any) while providing just the 
right tools to keep Commanders and 
troops working together. Commanders can 
issue various orders to other players, such 
as “protect this unit” or “mine this 
resource” or “attack this target.’ More 
importantly, they have the means to reward 
compliance with gold or equipment, which 
provides players with a natural incentive to 
work as a team and follow orders. 
Commanders can also promote players to 
officers, giving them a special banner that 
appears on both the character model and 
the mini map and an aura that heals near- 
by units. Experienced Commanders will use 
this clever mechanic to hand pick the best 
tacticians and give the rest of the troops a 
reason to follow them around, greatly 
reducing micromanagement in battles. It all 
works amazingly well in practice—problem 
players are rare. 

Unfortunately, good players are also 
rare. The first and most troublesome prob- 
lem that you encounter in the game is the 
miniscule size of the player community. 
There are rarely more than a handful of 
well-populated servers to choose from, and 
in semi-off hours (weeknights, for 
instance) there might be as few as two or 
three. Of course you can only play on one 
server at a time anyway, so even a couple 
of busy servers should be more than you 
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Half-baked 


Secret Weapons of WWII asks, 
“How much would you pay?” for a glorified mod 


* 


BY TOM CHICK 


SECRET WEAPONS |S another Road to Rome-style map pack that doesn’t do a 
whole lot to the original Battlefield 1942. Most of the secret weapons are just skin 


jobs. They tend to be bigger guns and 
faster planes, which are carefully bal- 
anced against other bigger guns and 
faster planes. The result is that they don’t 
feel much different from regular guns and 
regular planes. The rocket pack is a rare 
and underpowered sputtering doo-dad 
good for little more than getting you onto 
the roof of a building, where you can’t 
snipe because the rocket pack always 
comes with a German submachine gun. 
The guided missile is a twitchy exercise in 
having one chance, if you're lucky, at hit- 
ting something so long as it’s really big 
and slow. 


mC melee uUelierlitemmeli@yelt mers |g 
handles like a boat.” 


The irony is that the closest you'll find to a dramatic change is in the mundane 
stuff: a sniper rifle that doesn’t lose its zoom after you fire; a C-47 that serves as a 
mobile spawn point; a zippy motorcycle that can get you where you're going faster 
than any jeep; and a few amphibious vehicles that throw a new twist into maps with 
water. You've probably seen these sorts of things done just as well or better in mods 


that didn’t cost $30. 


But since Battlefield 1942 is phenomenally addictive, you've already played the hell 
out of it and now you’re hungry for more, no matter how half-baked. So you hand 
over your cash and in return you get a handful of more-of-the-same gameplay (the 
new objective mode sounds promising, but is so poorly balanced that you have to 
wonder why it’s in there). Adding insult to $30 injury, the expansion’s restrictive copy 
protection means that servers won't run Road to Rome and Secret Weapons maps in 
rotation, effectively splintering the community. 

DEVELOPER D.I.C.E. * PUBLISHER Electronic Arts * ESRB Teen 














—__ pe __ SimCity 4: Rush Hour ea 
With the new SimCity™ 4 Rush Hour Expansion Pack* your city is on the move. Get your 


$1995) Sims on the road to happiness as you take total control of your city’s transportation. Take 
a charge of vehicles en route to destinations or disasters, and take to the streets to control 
your city at a new level. Put Sims on the move in Zeppelins, helicopters, ferries, and new cars. Unlock more vehicle 
choices as you gain traction with your cities’ transportation problems. Choose from all-new road types including wide 
avenues, suspension bridges, or one way streets. Map out a seamless regional network that whisks Sims from one 
city to another. Add popular structures such as historic rail stations or classic Americana road marks. Go global and 
create your city based on a modern European building set. Make your final mark as mayor and personalize your 
cities by choosing street names, mountains, neighborhoods, and points of interest. In SimCity 4 Rush Hour, put your 


foot on the gas and get your Sims on the go! 
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Korea: 

_ Forgotten 
* Conflict 

a lake2 


$3725 


Korea: Forgotten Conflict is 
similar in style to the ‘Commandos’ series where the 
player takes on the role of leader of a small group of 
military specialists. Set in Korea during the conflict 






FORGOTTEN CONFLICT 


between North and South Korea, the game offers an 
authentic setting from the period - along with all its 
nuances. Diversity in locations - such as enemy 
bases, airfields, railway stations, factory facilities, 
Prisoner of War camps, as well as harbours, histori- 
cal palaces and monasteries - bring each detailed 
scenario to life. 


The world’s naval powers are 
~~ now at your command! 
Features: Detailed Order of Battle with over 1000 
ships, subs and aircraft from 14 nations. A highly 
detailed map of the Northern European region, created 
from satellite imagery. Customizable map display with 
overlays including weapons, sensor and fuel ranges, 
as well as bathymetric, weather, cloud cover, threat 
zone and satellite data. A detailed, tactical 3D environ- 
ment where players can view critical events. An exten- 
sive database of units, weapons, and sensors. The 
open-architecture database allows advanced players to 
create their own ships, aircraft and vehicles. 








strip of New England beach. The near-fatal impact 
of a bullet has left your head pounding, and your 
memory erased. What’s more, the number “XIII” has 
been mysteriously tattooed on your chest, while 
your pocket holds a key to a New York City bank 
box. Head swimming in amnesia, you struggle to 
your feet only to encounter more assailants intent 
on finishing the job. To your shock, you handle the 
hitmen with the killing skills of a professional - 
before heading to the bank in search of any shred 
of information about your lost identity and your 
involvement in the President's murder. 





what’s new 


Age of Mythology: The Titans Exp PC $34.95 
1914 The Great War PC $44.95 
C&C Generals: Zero Hour PC $29.95 
UFO Aftermath $39.95 


Greyhawk: The Temple of Elem Evil PC $48.95 


The Sims Double Deluxe PC $44.95 
WarCraft lll Battle Chest PC $44.95 
Medal of Honor Team Assault PC $19.95 
hot titles 

Halo PC $48.95 
Doom Ill CD $48.95 


World of WarCraft Multiplayer Online PC $49.95 
Warlords IV: Heroes of Etheria PC $39.95 
Half-Life 2 PC $44.95 
All Amer: 82nd Airborne Normandy/Seq $44.95 
Lock On: Modern Air Combat PC $39.95 
Half-Life CS: Condition Zero PC $39.95 


coming soon 


Cypher - Sequel to Traitors Gate PC $29.95 
Schizm 2: Myster Journey Il Cham PC $29.95 
Combat Flight Sim 3 Add-On PC $29.95 
Squad Assault Add-On: BOB PC $29.95 
Kohan: Kings of War PC $39.95 


Lords of EverQuest PC $48.95 
Dark Age of Camelot: Trials of At!) PC $34.95 
Max Payne 2 PC $48.95 


bargain bin 


Homeworld PC $9.95 
Crimson Skies PC $9.95 
Broken Sword |: Shad of the Templar PC $9.95 


Panzer General 2 W95 CD $9.95 
Giants: Citizen Kabuto PC $9.95 
Pharaoh PC $9.95 
Cutthroats: Terror on the High Seas PC = $9.95 
Requiem: Avenging Angel PC $9.95 


SPECIAL BONUS: Now your paid order will include a 12-issue subscription to Computer Games Magazine. Hurry, this offer may change at any time. 
PO Box 234 « Dept. 11410 * 2520 VT Rte. 100N * Rochester, VT 05767 ¢ INT’L 802.767.3033 « FAX 802.767.3382 * US 800.699.GAME (4263) 
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need, right? In practice, it just doesn’t work 
that way. The quality of the game experi- 
ence depends largely on the players, espe- 
cially the Commander. A single inexperi- 
enced Commander can spoil the game for 
the other 31 players, and while the players 
can vote to impeach their Commander, 
sometimes there isn’t anyone better to take 
his place. With so few viable servers and 
only two Commanders per game, it takes a 
good deal of persistence to get any com- 
mand experience at all. 

The game often suffers from more mun- 
dane maladies. Network performance is 
sometimes poor, even on low-ping servers. 
Characters warp and jerk about the map, 
making combat (for troops) a crapshoot 
and unit selection (for Commanders) an 
exercise in frustration. Ranged weapons 
sometimes get “stuck,” firing off all their 
ammo (which costs gold) before your client 
synchs with the server. Packet loss errors 
occasionally boot you out of the game, 
robbing you of any gold, levels, and 
upgrades that you might have acquired. 

Then there are the times when the stars 
are right and the planets align and you 
land in the perfect game, with minimal net- 
work problems and talented Commanders 
and balanced teams. Bases flourish, coor- 
dinated groups of players fight well- 
orchestrated battles, players keep voting to 
extend the time limit, and you realize that 
you've been playing the same scenario for 
two hours and you still don’t want it to end. 











Structure unger attack 


PEP SPORES EDS RODE 
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That's when you catch a glimpse of the 
brilliant game Savage can be—Jekyll at his 
most charming. It’s a pity that his other half 
feels so much more familiar. 
— Benjamin E. Sones 

DEVELOPER S2 Games * PUBLISHER 
iGames Publishing * ESRB Teen 





Command and 


Conquer Generals: 
Zero Hour 


The arms race goes arcade 


KKkKKKS 


IN MANY WAYS, Command & Conquer 
Generals was the first “arcade-style” real- 
time strategy game, if such a thing is pos- 
sible. Eschewing the meandering plots, 
convoluted build orders, and protracted 
Campaigns of other popular titles, it cuts 
right to the chase and delivers loads of 
visual gratification wed to a tight interface. 
For some folks, this approach doesn't sit 
too well; alternately decried as “shallow” by 
some and “unbalanced” by others, a lot of 
the subtleties of the game went unnoticed. 
Zero Hour takes its arcade sensibilities 
even further, and the result is one of the 
most adrenaline-filled (and occasionally 
heart-stopping) experiences out there. 


This time, the inspiration comes from the 
fighting game genre: during skirmish and 
Internet play, you now choose one of nine 
generals—three from each faction—as your 
avatar, and each comes with a very spe- 
cific set of units and upgrades. The 
expansion takes advantage of this 
approach by adding the all-new 
“Challenge” mode, which pits you and 
your chosen general against the other 
eight in arenas designed specifically to 
exploit that general's abilities. Throughout 
the battle, che rival general taunts you, 
occasionally telegraphing his or her plans. 
It’s a hilariously absorbing approach that 
emphasizes the game’s winking personali- 
ty and over-the-top sensibilities. 

There are also three new five-mission 
Campaigns that are all-too short and not 
exactly satisfying. Still, like the original 
Generals, Zero Hour isn't really about the 
single-player component. At its very core 
it's a multiplayer experience in much the 
way Street Fighter 2 is; both are games of 
fast-paced and very immediate aggression 
that depend not only on how well you 
know the game mechanics overall, but also 
how well you know the nuances of the 
character (in this case, general) you've 
chosen. There’s no complaining about early 
rushes; every match you fight /s a rush, 
and it's over just as soon. The first time you 
pit yourself against a US Air Force general, 
you find yourself utterly overwhelmed, but 
after several matches, the genius of this 
game’s balance shines through: if you 

have your defenses ready and can 


© weather the first five minutes of carpet 
& bombing, you can sap your opponent 
C7, A of resources and shut them down with 


A pinpoint strike from the US Air Force general 
| trashes poor General Kwai’s populist dreams; — : 
[below] Where would an conga be without | 
the retary, Snow Level™. . 
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Our people were. the first inhabitants of these lands 
Our people were driyen from the forest’ by Demons 3 
Our eketey 9) Cod were slaughtered by the Dwarves i in the mountains © 

~ Our people have suffered eee a God* 

That i is our past -. oat 
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Discipies 2: Rise or ‘rue Exves is a stand-alone expansion that chronicles the 
fate of the Elven Alliance, the first new playable race in the Disciples 
Universe. With 5 new leaders, 33 new units, 24 new magic spells, and a 
campaign to call their own, the Elves have truly risen! 


Includes complete version of Discipies II: Dark PropHecy 


www.disciples2.com 
www.Sstrategyfirst.com 


Visit www.esrb.org 
or call 1-800-771-3772 
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Strategy First ESRS 





All other trademarks and copyright are properties of their respective owners 





© 2003 Strategy First Inc. All rights reserved. Disciples Il: Rise of the Elves is a trademark of Strategy First Inc. 
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hordes of cheap infantry and tanks (or, 
more stylishly, GLA sneak tactics). Like a 
good fighting game, each general has very 
specific strengths and weaknesses, and 
often exploiting a particular strength also 
leads to overexposing a weakness. 
Altogether, this design leads to fast-paced 
matches and decisive victories—protracted 
battles of attrition are very uncommon. 

To dismiss Zero Hour as shallow for its 
rapid pace of play would be a mistake. 
Despite simple tech trees and a facile prem- 
ise, it has an incredible amount of depth in its 
matchups alone. Prince Hassad and his 
stealth terrorists versus General Townes’ 
high-tech defensive perimeter is a tactical 
nightmare for both sides, requiring massive 
micromanagement. On the other hand, pitting 
General Alexander and her ballistics against 
General Tao and his nukes is far more strate- 
gic than tactical: it’s all about build orders 
and air strikes leading up to a spectacular 
coup-de-grace by the better player. 

The Internet matching interface is slick 
and effective, and it’s easy to hop into a 
ten-minute skirmish in about five clicks 
total. Lag is a bit of an issue, but beyond 
that, networked games are stable and, as 
of this writing, no real exploits are known. 

There’s still a few knots in this amazingly 
tight weave, though: some units and 
upgrades seem downright useless, like the 
Sentry Drones, while others (mostly the 
helicopter types) are devastating. The 
graphics still chug a bit, even on a high- 
end box, although they've made a few opti- 
mizations over Genera/s boggy perform- 
ance. Lastly, the cut scenes and plot are 
silly and totally irrelevant, just like every 
Command & Conquer game before it. 

Zero Hour takes a good, fast-paced real- 
time strategy game and makes it into an 
extremely personable arcade-like experi- 
ence, right down to the quick and exciting 
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matchups. Rather than drag the player 
down with complexity and attrition, it 
focuses on presentation and speedy, 
engaging play. It may not win over the 
reflex-challenged, bearded gamer types, 
but fans of the original Genera/s won't find 
a title better tuned and tweaked to their 
tastes. —Douglas L. Erickson 
DEVELOPER/PUBLISHER Electronic Arts ° 


Age of Mythology: 
The Titans 


Re-hash of the Titans 
KK Ke & 


ESRB Teen 
THE ADDITION OF Titans in the expansion 
for Age of Mythology is a concept so shame- 
lessly ripped off from SSG’s Warlords: 
Battlecry 2 that Ensemble didn't even bother 
changing the name. Unlike SSG’s twelve dis- 
tinct Titans, Ensembles’ four are functionally 
identical. They're all large slow myth units 
that stomp shockwaves and have a powerful 
bashing attack, each built like miniature 
wonders of the world, but cheap enough 
that you'll often see toe-to-toe titan clashes. 
They're tools to smash your way to a decisive 
win and, for better or worse, they rob Age of 
Mythology of a lot of its end game nuances. 
Titans also adds a few interface tweaks, 
like an option to infinitely queue up produc- 
tion. This is particularly helpful for later 
stages of a game, when it’s more important 
to keep up a steady stream of new units 
than it is to carefully watch your resources. 
There's a new full 
screen minimap 
that gives more 


detailed information on what's where. There 
are some minor changes that might go 
unnoticed, such as the way naval combat 
works, some new Al scripts, and modifica- 
tions to the scenario editor. There’s a short 
sleepy campaign that introduces the new 
units and god powers over the course of 
about a dozen scripted missions. The front 
end for Ensemble Online has been 
reworked nicely, and the blind player 
matching works a bit better. 

Otherwise you just get Atlanteans, whose 
soldiers look like they wandered in from 
some 1930s serial, sporting goofy finned hel- 
mets. Because, you know, they're from 
underwater and all. As far as gameplay goes, 
they're composed partly of nifty new ideas 
and partly of reworked old ones. Their 
resource gathering is less twiddle intensive; 
you simply station a little gatherer with his 
pack mule at the appropriate resource and 
he funnels it straight into your coffers. 
There’s none of that messy walking back- 
and-forth. The Atleantean heroes who count- 
er myth units are appointed on the fly rather 
than built, giving them unique flexibility to 
adapt to enemies. Similarly, half of the units 
are direct counters to other units. The 
advanced Atlantean infantry—fanatics and 
destroyers—are mighty, simple, and effective. 
Many of their god powers have multiple 
uses, which doles them out over the course 
of a game. This makes them less like divine 
interventions and more like another resource. 

Since there’s really no such thing as 
Atlantis, these gods and monsters are a 
ramshackle assembly of stuff Ensemble just 
made up, more in the style of the Egyptian 
alligator with a laser beam on his head than 
the familiar Norse or Greek pantheons. 
There are acid spitting blobs, flying healers, 
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Your global digital phone network. 


activate in minutes 
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voiceglo is patent pending exclusive technology. A one time activation fee of $29.99 applies. See website for complete terms & conditions. 





Combat Evolved Indeed 


Exhilarating and annoying, though not in equal measure, 


the PC version of Halo finally arrives 


KKK ke 
BY STEVE BAUMAN 


IF YOU TOLD someone that one of the 
best shooters in the last few years had 
monotonous levels with lots of backtrack- 
ing, a boneheaded saved game system, 
dodgy performance, and was missing its 
best multiplayer feature, they’d think you're 
insane. But that in a nutshell is the one- 
sentence review of the long-awaited PC 
version of Ha/o. It delivers an excellent sin- 
gle-player game with some caveats, and a 
blah multiplayer experience that lacks the 
best feature from the Xbox version. 

In single-player mode, Halo is a relent- 
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less barrage of epic battles that is, at 
times, almost too much. There’s rarely any 
downtime, where you get to do something 
else to sort of come down from the com- 
bat high. (One exception, about two-thirds 
of the way through the game, where you 
wander around a level seeing the results 
of an enormous battle, showing what the 
game could have used more of.) You 
almost wish there was a stupid scav- 
enger/key hunt, a jump puzzle or two, a 
big boss battle, or a “stealth” level to vary 
the action. Almost. 





Its multiplayer, while fully-featured, dis- 
appoints. It’s technically sound, but it 
drops the co-op mode of the Xbox version 
and ramps up the options on the capture- 
the-flag and deathmatch variants. The 
slow pace makes them somewhat bland 
because it is, at its heart, a tactical game. 
This style lends itself more to a structured 
multiplayer game. 

Halo also has some significant perform- 
ance issues. It’s at best sluggish and at 
worst downright unplayable during big 
action scenes, even with bleeding-edge 
hardware. 

While it (thankfully) ignores most shoot- 
er clichés, there’s a lot of repetition to the 
environments. But who cares? Despite 
being over two years old, it still has the 
best combat in any first-person shooter. 
Because of its superior Al and physics, 
every battle plays out differently. This is a 
good thing, because thanks to its bone- 
headed checkpoint-based saved game 





system, you get to play some of those 
battles over, and over again. (There may 
also be some bugs in its save system; 
during play, the last save disappeared on 
multiple occasions, which only increased 
the level of frustration with the game.) 
Halo is a game of interesting and 
meaningful tactical choices, both in sin- 
gle-player and to a lesser extent, multi- 
player. Because it limits you to carrying 
two weapons at all times, you’re con- 
stantly deciding which tool is right for the 
job. While it sounds artificially limiting—at 
least by modern game standards—in 
practice it’s superior to the “all weapons, 
all the time” design preferred by most 
shooters. Rather than have an alt-fire 
mode on each gun, the right mouse but- 
ton throws a grenade, which is the 
game's most powerful weapon when 
used properly. It’s also the source of 
much amusement thanks to the superb 
physics system—this is the only shooter 


that has a racing game trying to get out. 
Its excellent vehicle modeling, particularly 
that of the four-wheel steered Warthog, 
makes its one adherence to shooter 
cliché (oh god, the vehicle level!) work. 

The production values throughout are 
superb. Though the performances sound 
more like actors reading their lines than 
actually acting, the audio work is some of 
the finest seen in any game. The sound 
effects boom, and the music sits in the 
background, only coming to the fore- 
ground when something important is 
happening. (It’s telegraphing the action a 
fa John Williams, but when it's this good, 
who cares?) 

“Who cares?” is also the proper way to 
look at all of its niggling faults. As a first- 
person game of combat, Ha/o simply 
rocks. If two years after its Xbox debut 
the PC version is no longer an event, it’s 
still one of the best shooters available for 
any platform. 


killer birds, clanking robots, tree soldiers, 
sorceresses, clay men, and flamethrower 
tanks. There is time shifting (which is really 
just space shifting, but who’s counting?), 
teleportation gates, magic trees that block 
god powers, laser towers, and a hellgate 
that spits out pissed off demons. Then there 
are reworked versions of things that were 
already in the game, like tornadoes, 
scarabs, serpent traps, instant resources, 
ponderous giants, and enough sea mon- 
sters to go around so you won't get short 
changed if you end up on a naval map. To 
be fair, Ensemble has mixed this all up into 
a well-balanced pantheon that may not 
make much sense, but at least it plays well 
enough. Like the other races, Atlantis has 
its own feel. What it might lack in style, it 
makes up for in gameplay. 

But it’s disappointing that so much of Age 
of Mythology is untouched after you've hand- 
ed over your $30. Although there’s a lot of 
new content, its concentrated almost solely 
in the Atlanteans. Compare this with the 
recent expansions for Command & Conquer 
Generals and WarCraft ///, which sprinkle 
shiny new toys throughout, reworking the 
balances of power and breathing new life 
into every corner, constantly reminding you 
this isn't the game you were playing last 
month. With those expansions, everything old 
is new again; with this expansion, you just 
get another dish on the menu. —7om Chick 

DEVELOPER Ensemble Studios * PUBLISHER 
Microsoft * ESRB Teen 


Republic: The 
Revolution 


You Say you want a revolution? 
Well, you know... 
* ok 


TO ITS CREDIT, Republic: The Revolution 
isn't easy to categorize. It’s part strategy 
game, part adventure game, part poli-sci 
sandbox, part wide-open elaborate 3D 
cityscape, part daytimer management sim. 
It's a bit like Syndicate, Chaos Overlords, 
Red Storm’s unsung Politika, and even the 
board game Junta. If you were reviewing it, 
you might consider catchy little pun head- 
lines like “SimChe,” “Goon Tycoon,” or 
“Grand Theft Autarchy.” 
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Headhunt 





Early on, it can be promising. You might, 
for instance, send a military officer to beat 
up a priest because the church is contest- 
ing your control of the city. You can even 
watch it in full 3D. The officer is wearing a 
Gestapo-style uniform. The priest, a vague- 
ly Greek Orthodox father, has on some sort 
of Jesus-y robes. They exchange heated 
words in Simlish, but with a Slavic brogue 
since this is taking place in the fictional 
former Soviet republic of Novistrana. A few 
toughs in bright running suits take up 
positions around the priest. There’s a 
shove. Then a punch is thrown. It’s over 
soon and the priest is laid out flat. This is 
probably the high point of Republic. 

But this little canned interaction of 
polygonal character models in a lavishly 
textured polygonal city with polygonal cars 
driving around is also the low point of 
Republic. The developers at Elixir Studios 
have come up with a serviceable 2D strate- 
gy/role-playing game in which you manage 
a team of political activists struggling with 
other factions to take control of a series of 
cities. But then they undermine their own 
design by digging it up and building 
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[top] This is what you’re looking at most of 
the time while playing Republic. [left] Have 
you seen any priests around here? [above] _ 
“Hey hey, ho ho, the 3D engine’s got to go!” — 


beneath it an extravagant 3D engine. At 
best, the engine Is an opportunity to watch 
scenes of priests being beaten up. It’s 
superfluous, sure, but briefly entertaining 
until it lapses into repetitive pointlessness. 

At worst, the 3D engine is a horrible nui- 
sance, not only for jacking the system 
requirements sky high (a polygon-intensive 
labor strike will bring even the most robust 
system to its knees), but also for being 
shoehorned into the gameplay to justify its 
existence. Most of the game is spent man- 
aging your characters in real time, watch- 
ing icons on a 2D map, planning your 
moves for the next real-time slice. But 
occasionally, a character’s daytimer will 
flash to indicate that you’re supposed to 
click on it. Then you're then sucked into 
the 3D engine in front of a dynamically 
generated cutscene. Sometimes you have 
to a play a conversation minigame that’s 
just poorly disguised math, but most of the 
time you just have to choose a position on 
a slider bar. There is rarely any indication 
of why you should choose one position 


over any other, and there’s no good reason 
why you couldn't have chosen this position 
when you planned the action in the first 
place. In the documentation, these are 
called “Action Tweaks.” In reality, these 
should have been called “Hey, Look At Our 
3D Engine!” Tweaks. Even more gratuitous 
are elements of the gameplay that involve 
scouring the 3D world for icons that don’t 
show up in the 2D interface; this is called, 
appropriately enough, “Digging Deeper.’ 

Republic is further hobbled by a linear 
storyline that discourages replay. There are 
scripted events that always happen, includ- 
ing the game's equivalent of that mission in 
all first-person shooters when you get cap- 
tured and all your weapons are taken away. 
As your characters gain levels, they learn 
new actions, but nothing happens to change 
the gameplay. In the first city, you’re strug- 
gling with enemy factions to gain control of 
neighborhoods through canvassing, bribery, 
and rallies. In the last city, you're still doing 
the same thing, but with riots, death squads, 
and folk music (no joke). From the 2D view, 
where you actually keep track of what's 
going on, it all feels the same. 

So what starts out as a promising prem- 
ise for a strategy/role-playing game 
becomes a dull exercise in queuing up 
actions for your men and waiting for them 
to finish, like so: 

“Okay, Yuri, hold a rally at that place 
where the pie chart has a lot of grey. 
Anatov, you go door-to-door in that neigh- 
borhood in the upper left to gather sup- 
port. Mikhail, you go try to hire that sales- 
man in that big yellow neighborhood in the 
middle. My avatar is going to do that 
scripted bit where | have to bribe a celebri- 
ty. Ready? Break! Oh, wait, the clock hasn't 
run out yet. | guess I'll go watch Anatov 
beat up that priest again.” —Jom Chick 

DEVELOPER Elixir Studios * PUBLISHER 
Eidos * ESRB Teen 





Chaser 


The follower 


YOU ARE JOHN Chaser, an out-of-luck 
super-soldier with no memory of who he 
is, or why every guy with a gun is out to 
kill him. Waking up on a space station 
under siege, Chaser finds himself, well, 
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Finding cover is usually easy in the crowded environments of Chaser, and necessary for survival. 


chased from orbit to mob-run urban night- 
mares, factories, shipping docks, power 
plants, military bases, and eventually even 
Mars. To survive, he’ll have to take on 
legions of armed thugs and soldiers, and 
handle a variety of guns based on real- 
world weapons. 

If none of that sounds original that's 
because it’s not. Chaser does have a few 
things of note. First, the water is really 
great looking, some of the best virtual 
water ever. Second, it can support a whop- 
ping 128 players for riotously over-crowded 
deathmatches. And third? It’s really, really 
shiny. And not in that run-of-the mill, “oh, 
did this old game just get a wax job?” sort 
of way. No, it’s showroom new, where 
everything, even those made of wood, 
gleams. For those who love shiny objects 
(you know who you are), Chaser is, as they 
used to say, the bee's knees. 

Other than that, it’s completely standard. 
The graphics, aside from being ever so 
shiny, are entirely unremarkable—they’re 
decent, but nothing more, with rather 
coarse character design. The noir-ish 
atmosphere would have been great if not 
for the terribly written dialogue and poorly 
conceived plot. The action is engaging for 
the most part, but filled with annoyingly 
cheap enemy respawns and some nearly 
impossible situations. Twenty weapons is 
certainly a lot to choose from, except that 
most are machine guns of one sort or 
another, and none are even slightly original. 


There are forty sizable levels, however, 
which gives Chaser plenty of gameplay. 
While nothing here is even slightly above 
average, or noteworthy, it’s not a terrible 
game by any means, and if you have insane 
amounts of bandwidth, the 128-player sup- 
port is sure to draw your attention. Good 
luck finding any matches online with that 
many players though. —Jason DAprile 

DEVELOPER Cauldron * PUBLISHER Encore 
Software * ESRB Mature 


bargain bin 


Max Payne 
How good was Max Payne? That’s debat- 
able, although the third-person shooter 
was at least good enough to survive hor- 
rific dialogue that came off like Grade Z 
film noir regurgitated by someone high on 
peyote. With Max Payne 2: The Fall of Max 
Payne on its way to stores in time for 
Xmas, the original has dropped to under 
$20.{GodGames/2001] 








EUROPA UNIVERSALIS II: CROWN OF THE NORTH 


Strategy First/Everyone * V2 Skimming over 
the box copy, you might think that Crown 
of the North is a new expansion for Europa 
Universalis |/. Nowhere on or inside the box 
does it mention that this is a port of a 
three-year old Swedish game called Svea 
Rike /I/, a lighter precursor to the original 
Europa Universalis with weaker Al, sparse 
strategic options, and an unfriendly, 
hotkey-heavy interface. The included ver- 
sion of Europa Universalis // (fully patched, 
with three campaign mods) might seem 
tempting, but the PDF manual includes 
only the even-numbered pages. Look for a 
copy of that game in the bargain bins, and 
steer clear of this clumsy bundle. 
—Benjamin E. Sones 





DARK FALL: THE JOURNAL 7he Adventure 


Company/Teen * * * 2 Horror games and 
traditional point-and-click adventures have 
one thing in common: you'll have trouble 
finding examples of either in your local 
game shop. Dark Fall: The Journal is both, 
and if the ride isn’t entirely smooth—navi- 
gation hotspots are inconsistent and too 
small, some puzzles are puzzlingly abstract, 
and the grand finale is a bit disappointing— 
its better than no ride at all. Significantly 
better: it delivers good, slow-boil tension 
wrapped around an interesting mystery in 
an atmospheric setting. This is one indie 
game that is well worth playing... especially 
if you play it in the dark. —BS 
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The Bomb 


Intel delivers a workstation-class 
CPU for gamers 
BY BUBBA WOLFORD 


JUST IN TIME to rain on AMD's 64-bit parade, Intel 
decided to release its first ever “made for gamers” 
CPU at IDF in September, the Pentium 4 Extreme 
Edition (EE). It was dropped on the market with no 
appreciable notice, and made a grand entrance running demos and 
benchmarks to a shocked audience of press and analysts and 
exists for one purpose alone: to defeat AMD’s 64-bit Athlon FX-51. 
What makes the EE unique is the whopping 2MB of L3 cache 
added to the die of the CPU. Most of us have heard the impor- 
tance of cache (memory for the CPU) and with the addition of 
2MB to the L3, Intel is now sporting over 2.5MB of total CPU 
cache compared to 1.6MB on the Athlon FX-51. What that 
means is that the CPU can now cache entire frames and even 
entire scenes from DVD's or games right on the CPU. This saves 
precious time and allows frame rates to skyrocket since there is 
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no need for the sys- 
tem to transfer every bit of 
information to and from the system 
bus or memory. 
We benchmarked a 3.2GHz “Extreme Edition” 
Northwood based Intel processor versus the standard Pentium 
4 3.2GHz and AMD's Athlon FX-51 CPU. The Intel system 
included an ASUS P4C800-E Deluxe motherboard which runs 
memory at the faster CAS2 setting unlike the standard Intel 
875PBZ. Two Seagate 160GB Barracuda’s in Raid 0 provided the 
disk access. The AMD system used an ASUS Nforce3 mother- 
board (SK8N) with Western Digital “Raptor” 36GB drives also in 
Raid 0. Common between the two systems is an NVIDIA refer- 
ence 256MB GeForce FX 5900 Ultra and 1GB of Kingston 
HyperX PC3200 registered memory. All tests were run at 
1024x768x32 with V-sync disabled, DX9B installed, and Full 
Scene Anti-Aliasing and Anisotropic Filtering disabled. 

In 3DMark 2001 benchmarks, the FX-51 holds a rough 5% lead 
over the EE while the 3.2GHz “vanilla” P4 brought up the rear trail- 
ing the FX-51 by 15%. The Intel Extreme Edition has an impressive 
10% advantage over its P4 brother, especially when you consider 
the only difference is the 2MB L3 cache. 

Running 3DMark03, the EE edges out the FX-51 by less than 
1% while only beating the 3.2GHz P4 by 2%. When isolating the 
CPU test of 3DMark03, the disparities appeared. The FX-51 
powered through the CPU test with a 10% framerate increase 
over Intel’s EE, while the standard 3.2GHz P4 fell behind the FX- 
51 by nearly 25%. 

In Splinter Cell, the EE and FX-51 were deadlocked at 54 FPS, 
with the P4 nipping at their heels at 53 FPS. In contrast, the FX-51 
prevailed by 10% over the EE in Unreal Tournament 2003, while 
outpacing the 3.2GHz P4 by more than 30%. 

It is clear that Intel’s attempt to rain on the AMD FX-51 parade 
was not quite as successful as they would have liked. There is no 
doubt that all these processors demonstrate excellent performance 
overall, but Intel attempted to throw in what amounts to a work- 
station class XeonMP with huge amounts of L3 cache to take 
down the FX-51 and provide gamers with a world-beater CPU. In 
testing, it appears that Intel could not quite catch up to the FX-51, 
leaving the EE with a second place finish. 

For those looking to purchase the Extreme Edition P4, you can 
expect to pay the same premium as the FX-51. Performance from 
both are excellent but with a caveat—they aren't cheap. Both 
chips are expected to retail in the $700 range. Budget shoppers 
should look for the Athlon 64 3200+ and standard P4 3.2GHz as 
both can be found for hundreds less but as expected, come with 
less performance. 
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Another Day, 
Another Videocard 


All takes things up a notch with 
the evolutionary Radeon 9800 XT 


IT ISN’T EVERY day that a video card manufacturer announces a 
new product, it only feels that way. But the latest generation of 
ATl Radeon cards is worth noting, especially if you like to do a bit 
of overclocking or, at the very least, plan on playing any upcom- 
ing games that utilize DirectX 9 such as Half-Life 2. As with previ- 
ous card releases, ATI isn’t limiting this next wave to just one 

=. card; instead, you can expect a twin-tier 
=>, approach with both an ultra 

” high-end top-of-the-line card and 
something more affordable for those 
of us who don't live in our parent’s base- 
ment to support our PC gaming addiction. 
Both of these cards will be maintaining the 
: Radeon name, but ATI has also emphasized that 

. you'll be able to find other manufacturers releasing 
their own cards using this technology as the company is shifting 
its business toward making chipsets. 

The new flagship will be the Radeon 9800 XT, and it will feature an 
engine speed of 412MHz, a memory speed of 730MHz, a 256bit 
memory interface, and a 256MB frame buffer. While that sounds like 
impressive technobabble, the real heart of this card is how it has 
been designed to work to take advantage of the latest features with 
Microsoft's DirectX 9, including the cutting-edge extreme shader 
architecture that will provide more realistic real-time lighting effects. It 
is also designed with a slim, but powerful, variable-speed copper fan 
heatsink that, unlike the GeForceFX 5900, will allow it to fit in a single 
card slot. The card’s fan will adjust to the time of taxing work it has to 
do, so a 2D strategy game will let the fan slow down and run much 
more silently while it will speed up to keep things cool during a heat- 
ed first-person shooter. The 9800 XT was announced in September 
and should be on store shelves this fall, with an MSRP of $499. 

The 3.8 version of the Catalyst driver will offer enhancements for 
Radeon card owners. It includes the latest versions of their own 
Hydravision for multiple monitor support, Multimedia Center, and 
Remote Wonder software support. The real core of this suite is the 
new Direct3D and OpenGL control panel that gives users greater 
options in terms of performance and image-quality settings. You'll be 
able to create and save individual game profiles so you can get things 
looking perfect for one title and not worry that these setting changes 
will affect another. This will include a variety of special visual effects 
that you can implement like changing a game’s graphics to resemble 
a sketchpad, which isn’t exactly necessary but it’s still impressive. 

The real heart of the program, however, is ATI Overdrive, which 
no doubt will appeal to custom machine makers and everyone who 
likes to get the maximum performance from their hardware. 
Previously, both ATl and NVIDIA had been opposed to overclock- 
ing—running the card at a speed that exceeds their default set- 
tings—but the times are changing, especially as many gamers want 
to get the maximum life out of their videocard investment. Overdrive 
allows for dynamic overclocking of both cards and is designed to 










automatically bring the speed back down should things get too hot 
to handle. The 412MHz engine speed is being designed as the low- 
est possible setting, so if you end up using this card on an extreme- 
ly hot day and can’t cool the machine down that’s still the minimum 
speed you'll see. Get things nice and cool and the 9800 XT will let 
you really cut loose without voiding the warranty. 

If the price of the 9800 XT isn’t quite in your budget ATI has you 
covered with the Radeon 9600 XT, which has been designed for the 
mainstream segment and is priced accordingly at $199. As with the 
9800 XT, it features VGA, DVI, and video outputs. Both cards will 
also ship later this year with Ha/f-Life 2 in the box, and if you buy a 
new Radeon now you'll get a coupon for a free copy of the game, 
which is being optimized for these products. 

With ATI continuing to push the performance envelope, every- 
one waits for NVIDIA's next move. —Peter Suciu 
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Can You Feel It? 


TouchWare Gaming creates 
feedback for every sound 


NOWADAYS, YOU CAN “feel” the results of Immersion 
Corporation's efforts in hundreds of games, but its eventual goal is 
to supply force feedback support for every game on every plat- 
form, one platform at a time. Its latest product, TouchWare 
Gaming, is purported to work for every PC game that has sound. 

While comparatively few games actually support force feedback, 
users worldwide have installed about four million peripherals that do. 
“We developed TouchWare Gaming so the owners of those four million 
peripherals can experience realistic and fun force feedback in thou- 
sands of new and old PC games, regardless of whether a game devel- 
oper explicitly added force feedback support or not,” says Immersion’s 
VP of Technology Adoption and Partner Services Dean Chang. 
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[deazon launches new keyboard for gamers 
in search of an edge 


IDEAZON IS ADDING some new wrinkles to its Zboard interchange- 
able keyboard system for the Fall holiday season. The Zboard’s latest ; 
evolution, the Crossfire, serves as a customizable catch-all keyset 
for action games and shooters, alleviating the need for a new one 
for each game. Ideazon will provide predefined key layouts via its : 
website to keep the Crossfire current as new games hit the shelves. __ 
A USB version of the Zboard base will arrive to compliment the : 
current PS/2 model, and the entire Zboard line will see a drop in 
price. More game-specific keysets are still planned, and a catch-all 
_ massively multiplayer role-playing game-designed keyset may be on 
_ the way as well. —Adam Fleet 


ES 
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So, if you have Windows 95 or greater, a sound card that sup- 
ports DirectSound Capture, up-to-date drivers, and one of those 
four million peripherals, you can use TouchWare with any PC game 
you own. If the default settings just don’t feel right, you can cus- 
tomize them and save whatever profile works best. Eventually, 
Immersion will have a library where you can upload or download 
profiles. “Whose AK-47 recoil effect reigns supreme?” 

According to Chang, this is only the beginning. “A decade from 
now, game controllers will hopefully have advanced to the point that a 
skilled basketball player will actually have to have a feathery touch 
and execute precise hand and arm motions to swish a jump shot,” he 
says. “If that's the case, haptics [the science behind force feedback] 
will be an integral part of letting you feel whether the ball came off 
your hand properly or not, and finding your groove.’ —Cindy Yans 





A perarenyannemses 


. The k is that same “ed” guy that answers the Rebound 
letters, so please be kind. Considering that I’ve rebuilt 
: a bunch of PCs in our office this month without frying a 
_ single component, 1 guess rm qualifi ed to answer 
these questions. And remember: Google is your friend. 
_ It holds every hardware answer imaginable. Keep 
Sending those questions and requests for hot and 
sweaty pictures of Athlon FX processors to 

. ga@egonline.cc com. 


stm ‘sunning: a 3GHz Pentium on an Asus P4C800 Deluxe 
7 * motherboard and was wondering what a good tempera- 
ey for the processor is. My idle temp is 40 degrees Celsius. I’m 
-_using a Thermaltake heatsink, so | can adjust the RPM's on the 
Sten a | 








Team Tengu 


_ Though software-based temperature readings are notori- 
| _ ously unreliable, 40 degrees sounds good. The upper limit — 
fora Peptic 4 processor is 70 degrees Celsius, according to 
a es so ee it should stay between 40-55 degrees. 








Nnen you post enone reniiss in your magazine, you 
_ “i use a scale range of zero to a few hundreds. For exam- 
bs the Alienware Area-51 scores 153 in 3DMark 2001 SE 

~ (100s). What exactly does the “100s” in the parenthesis mean? — 
ay Doeor t Sais ey spit out numbers | in thousands? 
oo. 2 ‘Yatta R 


oe pane results. are sted 4 in , “hundreds,” so in shee words, 153 | 


gol 530. This allows the numbers to scale with the aches 


% ' 1 hae an 1 Alienware Aree-é Im Hatta and | was wonder- 
ng what are some ways I can make it run faster and 
Also A; Boats a very hot when | do ines that 
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AIR FLO MOUSE 

NYKO/S29.95 &&*& 

To get the obvious part out of the 
way, this mouse blows. Air, that is, 
on your hand. This mouse features 
a small two-speed fan that blows 


cooling air on your hot and sweaty 

palms. With the quiet fan on, the mouse’s lightness makes it 
almost feel like you're playing air hockey, which is a surprisingly 
pleasant experience. The mouse itself is rather plastic-y and 
featureless, with only two buttons. But if you suffer from sweaty 
palms due to marathon gaming sessions, this might be the per- 
fect solution. —Steve Bauman 





take up a lot of power. What are some ways | can reduce this? - 
Thank you for your time. o 
‘Ronnie Chung - 


There’s not a lot you can do to optimize ihindoses xp. | 

Microsoft sort of took the fun out of tweaking a ee oe 
by making it pretty much tweaked for performance out of the 
box. You can turn off System Restore to improve performancea 
bit, and if you're plugged into an outlet, turn off all poner Sune. 
features that might slow down the processor or underclock ne 
videocard. As for heat, performance=heat. The main way to - 
reduce heat is to reduce performance. 


O- | have a flat panel monitor with a natural resolution of = 

1280 x 1024 and 60Hz refresh rate. Will it make any dif- 
ference or damage my monitor to use my graphics card to ay 
the refresh rate to 75Hz? : | | 





tee. 


Those refresh rates are meaningless with an LCD. Unlike a _ 
CRT, the higher rate doesn’t actually change the stability 
of the image, though if you go outside of the range of the moni- 
tor, you can create flicker and potentially damage the monitor. — | . : 


Q: | have been building gaming computers for friends, 
family, and myself for about a year now and wanted to 
know this: what is the point of having a 400 or higher power 
supplies? | assume it has to do with overclocking and/or future 
video card compatibility. | ee 
Wily Wonder | 
Some of it’s ego, as in “my power supply is bigger than 
your power supply.’ Seriously, unless you re overclocking 
with high-speed heatsink/fan combos, creating a wind tunnel 
with dozens of high-speed fans, storing the world’s largest coh a 
lection of “photography” on a dozen hard drives, or lighting ue 


_ the Northeast with hundreds of neon lights, chances are 350 — 


watts is all you ‘d need. (With processors and videocards really 

sucking up the juice, who knows what we'll need in the future. - 
But not all 350 watt power supplies really deliver that much 
power, or deliver it consistently, which is oes some people e err on - 


__ the side of bigger ones. 





Engineered for performance, meticulously hand-built for aesthetics, 
bench and burn-in tested to assure reliability. 





- Intel® Pentium® 4 Processor at 3.0GHz, 800MHz FSB 
with Hyperthreading Technology 


- Zalman CPU Thermal Cooling Systems 
- Intel® 875P Chipset Motherboard 
- 1024MB Dual Channel PC-3500 Xtreme Speed Memory 


- Western Digital 120GB 7200RPM 8MB Buffer Hard Drive 


- ATI® RADEON™ 9800 PRO 128MB DDR 


* Kingwin Aluminum Alloy Mid Tower ATX Case w/Window 


- Enermax 430-Watt Power Supply 

- Sound Blaster® Audigy™ 5.1 w/1394 

- Pioneer DVR-105 DVD-R/W Optical Drive 

* 52x24x52x CD-R/CDRW Optical Drive 

- Logitech® Black Internet Keyboard 

- Logitech® Black Optical Mouse 

* Integrated 10/100/1000 Gigabit LAN 

- Black Floppy Drive 1.44MB 

- Microsoft® Windows® XP Home 

- 1-Year Toll-Free 24/7 Technical Support 
with On-Site Home Service 

- Optimized & Configured for High-Performance 


configurations starting at 





« Intel® Pentium® 4 Processor at 2.4GHz 533 FSB 
with 512KB Advanced Transfer Cache 


* SIS® 648 Chipset Motherboard 
-512MB PC-2700 DDR 
- Western Digital 80GB 7200RPM 8MB Buffer Hard Drive 
- nVidia® GeForce FX5600 128MB DDR 
* Vision Full Tower ATX Case w/Window 
- Enermax 350-Watt Power Supply 
- Sound Blaster® Audigy™ 5.1 w/1394 
* Lite-On 16x DVD-ROM Optical Drive 
* Lite-On 52x24x52x CD-R/RW Optical Drive 
« Logitech® Black Internet Keyboard 
« Logitech® Black Optical Mouse 
« Integrated 10/100 LAN 
- Black Floppy Drive 1.44MB 
« Microsoft® Windows® XP Home 
« 1-Year Toll-Free 24/7 Technical Support 
with On-Site Home Service 
* Optimized & Configured for High-Performance 


configurations starting at 


Contact u 


~ Email anytime 
Visit us online: w 





Prices, specifications, ernie le eae and availability may change without notice. Building Your Computer cannot be responsible for errors in typography or photography. On-site.s¢e 
be provided via contracted third party, service not available in all areas. Technician will be dispatched if deemed necessary following telephone-based troubleshooting. For complete 


tion on our warranty, support, and on-site service, visit www.bycvision.com. 
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The candy-coated case mod craze finally | turns solid 
BY RAPHAEL LIBERATORE 





SEVERAL YEARS AGO, a tiny community of computer 
geeks formed a new hobby based on customizing and 
modifying their computers. Using prefabricated and 
modified parts, colorful paints and various components, 
these early case mod makers showcased their work at 
small computer clubs and user groups. Similar to that of 
hot rod and muscle-car enthusiasts, computer modding 
was only embraced by the hardcore. 

With splendor comes notoriety, and soon after, popu- 
larity. The computer modding revolution took off in style 
with the millennium introduction of Apple’s colorful 
iMac. Suddenly, the notion of computing with something 
other than a beige box became the norm rather than the 
exception. Even mainstream computer manufacturers 


enhanced the way their computers looked. Add NVIDIA, 
ATl, and several motherboard manufacturers like MSI to 
the frenzy, and soon, colorful PCI and AGP cards were 
arriving at retail outlets in droves. Further fanning the 
flame was the good old-fashioned LAN party, and of 
course, the Internet which provided a museum to display 
this new art form. 

With the explosion of the mod scene, dozens of com- 
puter specialty shops sprang up, offering prefabricated 
parts like neon lights, tricked-out fans, color-coded 
cables, flashy decals, and custom cases for the aspiring 
modder. Today, serious modders crave more than just 
candy-coated cases and neon lights, seeking real piz- 
Zazz, performance, and unique form factors for their 


like Dell and Gateway fell in step behind Apple and 


AMD Big Block 


MODDER Rainer Wingender 
MODDING COST $3000 
CONSTRUCTION TIME 4 months 
URL headroomx.com 


The Specs 
On the left, a mini tower con- 
taining motherboard, cards, 
drives, and PSU. MSI KT4 
ULTRA-BSR, Athlon XP 2200+, 
512MB RAM, 128MB GeForce 
4, NIC, TV-card, 20GB Maxtor 
hard drive, 60GB Western 
Digital hard drive, 30GB 
Seagate hard drive, 
DVD/CDRW, LS120 drive, 
Enermax 435 power supply with 
28 ultrabright red LEDS inside, 
LEDmeter behind the small 
smoke glass stripe in the left 
front bezel. The CPU, GPU, and 
chipset are water-cooled 

The right side features a 
chopped mini tower, which is 
mounted on the left side at an 
angle of ninety degrees. The 
space inside is enough for a 
second HEC-PSU and the 
whole 5.25” bay. The blowhole 
of this PSU is modified, so that 
it looks like the Enermax blow- 
hole. In the right side is a 
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masterpieces. 


(cheap, stainless steel with 
self-welded nozzles). 

The bottom is called the 
“basement.” There’s the water 
pump, a small digital voice 
recorder, an |C-amplifier, and 
speakers to play the start 
sound of a V8 engine. On the 

front there’s a 
copper 


second motherboard as “accel- 
erator engine.” The CPU, GPU, 
and Chipset are cooled passive. 
This acceleration-engine is only 
for data storage and backup- 
system, so | can game with the 
main “engine” and transfer 
data with the “acceleration 
engine” at the same time at a 7 : ‘ 
LAN party. Shuttle , : < oe an = Mes ma ors 
Spacewalker HOT591P, : i a 
built in back to back 
with the other 
motherboard but 
turned 180°, 

AMD K6-2 450 
(removed heatspread- 
er), 256MB RAM, RIVA 
TNT 16MB, CMD UDMA100 
IDE Controller, ESS-sound- 
card with build in amplifier 
(SPK-out/Line-out/Line- 
in/MIC), 40GB Maxtor hard 
drive, Phillips CDRW, generic 
CDROM, HEC 300W power 
supply with 28 ultrabright 
red LEDS inside. 

A second LEDmeter 
behind the small, smoke-glass 
stripe in the right front bezel. 

The CPU has its own air tun- 
nel system for higher efficiency 


of the passive cooler. 

In front of the motherboard, 
under the 5.25” bay, there’s 
built-in a 5-port network 
switch. 

The top features eight fake 
air intakes with red LEDs 
inside, a homemade reservoir 








radiator. In front of the radiator 
is a flywheel (just for show) 
from an old 1959 DKW-Munga 
(the old German Army jeep). 
The bottom is made of old 
cooling plates. On the left and 
right side are the exhausts. For 
that, | used two silencers of a 
chopper (motorbike). Over this 
is a 12/24-volt Converter, some 
ceramic resistors for tuning the 
Smith gauges, and a rat’s nest 
of cables, wires and tubes. 

The frontpanel features three 
original Smith gauges from a 
(broken) 69 Lotus Europe: the 
left and the mid ones are 
showing the 12 V of the power 
supply, the right one shows the 
temperature of the passive 
cooled CPU. Plus a bunch of 
various knobs, like: fan, start 
left, start right, sound, and key 
ignition. 

The Why 

“This mod is my tribute to a V8. 
| built my dream: when | was 
18 years old, | had a 1971 Ford 
Mustang fastback together 
with a friend, with a BOSS 
engine. We drove it half a year 
until the engine broke while 
cruising in the Autobahn. The 
Mustang ran over 220 km/h 
(~140 mph). A dream car with 
a dream engine!” 


ToasterPC 

MODDER Adam Bertram 
MODDING COST $800 
CONSTRUCTION TIME 3 weeks 
The Specs 

GE 4 Slot Chrome Toaster, Via 
M9000 (933mhz C3 processor), 
40GB Hard Drive, 512MB DDR 
Ram, Panasonic 4X slim DVD 
Drive, Sparkle 150w PSU, 
Hauppauge USB TV Card, 
Dlink wireless 802.11 Network 
Card, Gyration Ultra cordless 
mouse and keyboard. 

The Why 

“My wife asked me to place our 
old, ugly, and large Pentium II 
tower computer in the kitchen, 
as she has several cookbooks 
on it, gets recipes online, etc. 
So | decided to disguise it as a 


kitchen appliance. My co-work- 
er and | kicked around a few 
ideas but | finally decided on a 
toaster. | was kind of bummed 
to see that a few people had 
built a toaster before, but | fig- 
ured what the hell, | have never 
built a toaster, original or not!” 






Pomgolian 
Web Server 


VOOR Chris Hammond 
MODDING COST Unknown 
CONSTRUCTION TIME 3 months 
racking brain for unique idea and 
one weekend to build 

The Specs 

VIA EPIA 800mhz motherboard 
including video, LAN, sound, 
120MB RAM, 6.5GB Western 
Digital hard drive, Mandrake 
Linux 9.1 

The Why 

“| needed a box to host my 
photo album which had grown 
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tron Tub 
huge after 
buying a digi- 
tal camera. 
Looking for 
cheap bits, | 
happened 
across mini- 
itx.com and 
was inspired 
by the designs. The most diffi- 
cult part of the mod was com- 
ing up with a unique concept. | 
chose a guitar because nobody 
else had used a musical instru- 
ment as a Case and | couldn't fit 
it into a violin, which was my 


original plan.’ 


Electron Tube 
Machine 


COOL Rainer Wingender 
MODDING COST $2200 
COGNSTRUCTIGN TIME 3 months 
UP. headroomx.com 


The Specs 
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VIA EPIA M9000 board 
(933MHz), passive cooled with 
a redesigned Zalmann heat- 
pipe, Samsung disk 120 GB, 
DVD-CDRW combo, TFT (5.6") 
of a car navigation system, 
tube amplifier with 4xEL34 
powertubes (2 x 50 watts RMS) 
running on 505 volts DC! 

The Why 

“This Mod is the symbiosis of a 
PC and a self-made tube 
amplifier (2 x 50 watts RMS). 
All parts are passive cooled, 
there’s no fan at work. There is 
only one small built-in switch- 
able radial-fan for emergency, 
but | don’t need it (it’s still 
unused). The TFT is switchable, 
so that | can decide whether | 
want to use the TFT or the TV. 
A monitor is not needed, it 
boots also on TFT or TV. Even 
though everyone said this mod 
can't be built because of the 
tubes, | proved them wrong.” 
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This creepy case mod 
was on display at this 
year’s CPL tournament. 
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Pyr-A-Mac 

MODDER Kent Salas 

MODDING COST $1,400 
(Including all components, mate- 
rials and tools) 

CONSTRUCTION TIME 6 months (a 
few hours each weekend) 

JRL riscx.com/pyramac 

The Specs 

Mac OS 10.2.6, Power Mac 
Graphite 466MHz mobo 
upgraded with OWC Mercury 
Extreme G4/1.3-1.33GHz 
Processor Upgrade overclocked 
to 1.4Ghz, 640 MB RAM, 
100GB Hard drive, CD- 
RW/DVD Toshiba R1102 drive, 
Dual ATl 7500 32mg video 
cards, Sonnet Tempotrio Ultra 
ATA133 Controller2, and 2 
Firewire and 2 USB 2.0/1.1 
Combo PCI Card. 

The Why 

“| wanted to make something 
different, something | haven't 
really seen before. Most com- 
puter mods take the basic case 
and cut and/or form them 
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slightly, so | thought about just 
making my own case, but in a 
different shape besides the tra- 
ditional, rectangular-shaped 
ones. My son was doing a 
report on the Great Pyramids of 
Egypt, specifically the Giza 
Pyramid and the Pyr- 
A-Mac was born. 
The most difficult 
part was working 
with Acrylic, cut- 
ting/measuring and 
fitting all the compo- 
nents in a pyramid- 
shaped case.’ 


Green Beast 
VIOQDDER Ms. Scott 
ING COST $350 
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3 months 


“BES 


~scottt/Digi-Mod/index.htm 
The Specs 

Athlon XP 2800+, my own 
Modded round cables, 60GB 
hard drive, 256MB RAM, four 
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G4Ti4600 video card, 32GB & 


cold cathodes, three LED 
lighted case fans, GeForce2 
MX, Akasa Paxmate sound 
dampener, two CD drives (one 
burner), one Equalizer (Newq 
Platinum). 

The Why 

“| created Green Beast 
because | was intrigued by 
mods. | bought a chieftec tower 
with the window already cut. | 
ordered Akasa Paxmate sound 
dampening foam to cover the 
inside of the case. Out of 
everything done to this tower 
this was the hardest part 
because of the adhesive. | 
added a few lights and voila. 
I'm hoping that | could join a 
team that does this profession- 
ally, although | have a lot to 


learn about mods.” 


The Fragmatatron 
MODDER Derek Thanstrom 
MODDING COST $1200 for full 
system, $300 for modded 
components 
CONSTRUCTION TIME 
25 hours 
URL gameknights.net 

The Specs 
Antec $X1240 Case, 
Athlon XP 1800+, Soyo 
SY-KT400 Dragon Ultra 
Platinum Edition mother- 
board, 512MB RAM, MSI 
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16GB Seagate Cheetah SCSI 
Ultra 160 Hard Drives, Pioneer 
slot-loading SCSI DVD drive, 4” 
Plasma Ball, two 4” UV Tubes 


(Used to light plasma ball base 
rings), 12” Cold Cathode 
(Green), three Grain of Rice 
lights (Meter lighting), five Mini 
Toggle Switches and Custom 
Power Distribution. 

The Why 

“| host a weekly LAN party and 
some of the guys started 
showing up with modded 
cases, so | decided it was time 
to try my hand at it. The 
Fragmatatron design was 
based on my vision of an old 
Victorian /early industrial piece 
of electronics—think Jules 
Verne’s Time Machine—since 
the idea fell right in with what 
the early innovators in elec- 
tronics would be creating. The 
most difficult part of the proj- 
ect was getting the paint job 
just right, and finding time to 
work on the case. Having a 
newborn baby in the house 
and finding time for case mod- 
ding is not easy.” 
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Atarien 

MODDER Guillaume Leheuzey 
MODDING COST $160 (150 Euros) 
for case and mods 
CONSTRUCTION TIME 3 weeks 
URL JackyPC.com 

The Specs 

Homemade Acrylic case, VIA 
Mini-ITX board, Matrix-Orbital 
LCD, Seasonic power supply, 
BIC keyboard. 

The Why 

“This mod tries to remind 
us the past glory of Atari 
in the ‘80s, when com- 
puters were used in fami- 
ly around the TV. So | 
tried to recreate a vintage 
look, with faux wood seen 
in a lot of ‘80s electronics 
including, of course, the 
Atari 2600 VCS’’ 


Ammo Tux 
MODDER Chad Nelson 
MODDING COST $300 
CONSTRUCTION TIME 40 
hours 

URL mini-itx.com/ 
projects/ammotux 

The Specs 

Epia Mini-ITX 
Motherboard, 128MB 
RAM, E-Machine Power Supply 
The Why 

“My shop resides at the end of 
the house. Though it can be 
very restful, I’m sure you can 
imagine a shop computer 
needs to be tough. After 


Tribal Il 


















destroying a bunch of 
plexiglass trying to build a 
case, | located a 11 1/4” x 
7 1/4” x 6” military ammo 
can and started measur- 
ing. With a little scroung- 
ing, | came up with $300 
in parts for tweaking and 
replacing broken 
Dremmel discs. Although 


Atarien 


the Epia mini-ITX board was a 
tight fit, with a little thought 
and a lot of swearing, | got it to 
work.’ 


Tribal I 

MODDER Alex Jordan 

MODDING COST $2200 (£1400) 
CONSTRUCTION TIME 4 weeks 
URL moddin.net/ 
project.asp?projectID=11 

The Specs 

Abit AT7 Motherboard, AMD 
XP 1900+, 512 MB RAM, two 
40GB hard drives in RAID 
array, one 120GB hard drive, 
CoolerMaster CM101 case, 
VFD and rheobus 

The Why 

“| wanted to do something new 
and original and | have a deep 
interest in tribal-style tattoos.’ 


Tribal Il 


MCGODER Alex Jordan 


MODDING COST $1900 (£1200) 
CONSTRUCTION TIME 3 weeks 
URL moddin.net/ 
project.asp?projectID=12 

The Specs 

Abit KD7 Motherboard, Athlon 
XP 2200+, 512 RAM, two 60GB 
hard drives in RAID array, one 
160GB hard drive, 
CoolerMaster CM500 case, one 
off carbon fiber front panel, tiny 
rheobus. 

The Why 

“| wanted to expand on the 
Original tribal theme, but 
smaller for LAN parties. Also 
worth mentioning, Tribal II is 
the first mod to use carbon 
fiber fabrication” 


Dell Eater GT 


MODDER Bill Owen 

MODDING COST The original 
case | found used for $10. | 
invested $600 in hardware and 


sold it for $2000 
CONSTRUCTION TIME 55 hours 
URL mnpctech.com 

The Specs 

MSI K7T266 Pro2 motherboard, 
Gainward Geforce 4 Ti4400, 
Steinberg Pro sound, 52X 
CDROM, Audi Tornado w/red 
& clearcoat paint, Quattro VDO 
volt gauge, Quattro door han- 
dle recessed w/ hidden 
exhaust fan, Golf headlight 
switch (activates internal blue 
cathode ray tube light, Eaton 
supercharger toggle switch, 
2x80mm Laser cut “Turbine 
swirl” intake fan grills, 
Customized HD cooler bay 
w/toggle in FD bay, Metal 
mesh round IDE cables, 
Thermaltake Volcano 6Cu CPU 
cooler and active memory 
cooler painted “tornado red.” 
The Why 

“Dell Eater GT is based ona 
friend’s 1987 Volkswagen Jetta 
GLI, and utilizes parts he kept 
from his car. He wanted 
something on his desk in 
honor of the beloved car he 
lost. It was fun taking an out- 
dated PC and modifying it 
with the latest hardware. I'd 
compare it to building a Street 
Rod out of a 1932 Ford Coupe. 
A lot of people really like the 
title, Dell Eater GT. | believe 
PC enthusiasts are tired of the 
blandness in mass-produced 
computers. Gamers want a PC 
that reflects who they are. | 
also grew tired of the ‘Dell 
Guy’ television ads.” 
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Ode to 
hardCOREware 


MODDER Ryan Williams 
MODDING COST $210 ($300 

CDN) for the case and the mods 
GONSTRUCTION TIME 3 months 
The Specs 

Athlon XP 2100+ overclocked 
to 2.58GHz, Epox 8RDA+ moth- 
erboard, 1GB RAM, Radeon 
9800 Pro, Western Digital 80GB 
hard drive, custom water- 
cooled setup 

The Why 

“My main reason for doing this 
mod was to see if | could make 
something out of a crappy case. 
The theme of the mod came 
from a hardware site | frequent, 
www.hardcoreware.net. The 
hardest parts of the project 
were constructing the front 
shroud and taping off the win- 
dow for the etching.” 


Ultima 


MODDER Andrew Reese 
MODDING COST $200+ 
CONSTRUCTION TIME 30+ Hours 
The Specs 

AMD Athlon 750, 384 MB of 
PC133, 120 GB 7200 RPM and 
30 GB 7200 RPM Harddrives, 
Asus K7V Motherboard, 
Geforce2 Video Card, Sound 
Blaster Live. 

The Why 

“This mod was the first time | 
had ever used an airbrush and 
| am happy with the way the 
flames turned out. There is 
also a fake flame unit on the 
inside that flickers like a real 
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Dell Eater GT 


blue flame. The hardest part of 
this mod was dealing with the 
oversized windows.” 


Tribal Fusion 

MODDER Rob Curtis 

MODDING COST $300 
CONSTRUCTION TIME Approx. 60 
URL curtiscustoms.com 

The Specs 

AMD XP 1700+ overclocked to 
2.4GHz, Asus A7N8X Deluxe 
motherboard, 1GB RAM, 
Western Digital 80GB hard 
drive, Asus CD-R, ATI Radeon 
9500 Pro, Enermax 431Watt 
power supply, Dtek White 
Water Block, Dtek Radiator, 
Dtek Bay Res, Hydor L20 pump, 
Clearflex 1/2” tubing. 

The Why 

“| hate following the masses. 
I've always wanted to be just a 
little different from everyone 
else, and as such, Tribal Fusion 
was born. The most difficult part 
of the mod was hand cutting all 
the intricate designs and then 
refining the rough cuts with 
hand files and sandpaper.’ 


Unseen 

MODDER Brett Little 

MODDING COST $70 
CONSTRUCTION TIME 4 days 
The Specs 

Gigabyte 7VAXP motherboard, 
Athlon XP 1700+ overclocked 
to 2.3GHz, 512MB RAM, 
128MB GeForce 4 Ti4400, and 
80GB hard drive. 

The Why 

“| did this mod because | want- 
ed to do something different. 


Never in my modding history 
have | seen a Case painted in 
camouflage. With my love for 
the military society | thought 
that | would go ahead with the 
idea. The hardest part was 
keeping straight lines for paint- 
ing the camouflage pattern. 
Constantly, | was forced to cor- 
rect the blurred effect because 
the spray paint seeped under 
the stencils.’ 





iMike 

MODDER Mike Lubzyk 

MODDING COST $200 
CONSTRUCTION TIME 3-4 months, 
mostly weekends and spare time 
URL hardcoreware.net/ 
reviews/review-160-1.htm 

The Specs 

Pentium 4 1.6GHz overclocked 
to 2.13GHz, Radeon 9500 Pro, 
AOpen MX4GR Motherboard, 
512MB RAM, 8 fans, dual 
10,000 RPM 18GB SCSI drives 
on an Adaptec 29160 PCI card, 
Sound Blaster Audigy 2 
Platinum, SCSI CD-burner, 52x 
CD-ROM, Shuttle 6 in 1 card 
reader, Zip and Floppy Drives, 
Linksys Wireless Ethernet 





Bridge to Onboard LAN (hence 
the antenna), 350 watt Antec 
power supply, and a Samsung 
570V Monitor. 

The Why 

“| have no idea what inspired 
me other than the desire to do 
something a little different, so | 
advertised for a dead monitor 
on a newsgroup and it started 
there.’é 
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It thrives on the Internet. 
These links below are worth 
a pit stop if you’re interested 
in the hobby, or just want to 
peruse hundred’s of mod 
case galleries: 
www-.shift.com 
www.moddin.org 
www.moddin.net 
www.voidedwarranty.com 
www.mashie.org 
www.coolcasegallery.net 
www.gruntville.com 
www.casemodgod.com 
www.pimprig.com 
www.mini-itx.com 
www.casemodworld.com 


www.modders.org 
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Chaintech SVIF1 
400/533FSB 
Mainboard with 
Intel® P4 processor 
1.8 GHz (400 FSB) 
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AMD Barebone Systems 





Lian-Li PC-61 Black Case w/460W PS 
Chaintech 9VIF1 400/533FSB Mainboard 
with Intel® P4 processor 

1.8 GHz (400 FSB) 


Only $427 


Antec Sonata Black Case w/460W PS 
ABIT IC7 MAX 3 Mainboard with 
Intel® P4 processor with 

HT Technology 3.2 GHz (800 FSB) 








for our full line of Custom PCs! 
Desktops, Workstations and 
even Servers! 


This Exclusive SFF System features- 
* WxHxD: 11" x 9" x 13" 
‘ Dry weight (Chassis + PS) 8 Ibs. 
‘ Open Architecture 
(Micro-ATX Form Factor) 
‘ FULL SIZE AGP Video Card 
‘3 PCI Slots 
‘ Removable Mainboard Tray 
: 2 Temp. Monitors 
‘2 Internal 3.5 HDD bays 
- Removable handle for 
easy mobility 
‘Removable Top 


*Hornet pictured 
above without logos 





The Hornet scores 


CPUs* 
from CPU Magazine! 
*5 being “Absolutely Perfect” 


Intel Pentiume 4 


Bareb 
‘st @ $338 





CNET REVIEWS 


RECOMMENDED BUY 














Intel, Oeil elie aod Path ies trademarks of Inte! 
Ail brands and product names are trademarks or registered trademarks of their respective companies. 


Paypal - Visa - Mastercard - Discover - AMEX 





Go to www.monarchcomputer.com. select Barebones from the Menu. 
Choose Intel P4 or Intel Xeon™ 
barebones online or call 1-8-MONARCHPC. 


ony $850 | 





Visit www.monarchcomputer.com 


























Mc io rs 24I7 bawites service warranties on custom systems! 
-€ as se financing available for purchases as low as $1000. 


without notice. Monarch Computer not responsible for typographical errors. 
or its subsidiaries in the United States and other Countries. 
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Gigabyte GA-8KNXP 
Mainboard with 
Intel® P4 processor 
with HT Technology 
2.8 GHz (800 FSB) 


“$46 6\ 


Mainboard - Processors - Heatsink and Fan with Memory Op Options 
FREE INSTALLATION AND TESTING - LASTEST BIOS loaded for easy upgrades 
Intel® P4 and Intel® Xeon™ Motherboard Combos Available 


Abit IC7-G Mainboard with 
Intel® P4 processor 
with HT Technolo 
2.53 GHz (800 FS } 


. Then configure your 






Monarch Tower 1150 w/300W PS 
Abit |C7-G Mainboard with 
Intel® P4 (BOO FSB). with HT Technology 
2.6 GHz (800 FSB 


Only $445 


Lian-Li PC 6070A Aluminum Ultra Quiet 
Gigabyte GA-8KNXP Mainboard with 
Intel® P4 processor with 

HT Technology 2.8 GHz (800 FSB) 


Only $858 
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Introducing the New 


Monarch 4600 Pro 


‘ Mini Mid ATX USB - w/250 Watt Power Supply or 
Monarch Tower 1150 USB 2.0 (Black) 300 Watt PS 
‘ DFI P4 Via 533 FSB DDR Audio/Video 
AGP Motherboard 
‘ Intel® Pentium® 4 Processor 
2.4 GHz 512K 533 FSB (Retail Box-w-Fan) 
‘ 256MB DDR 3200 Infineon Memory (up to 512MB) 
‘ 80GB 7200RPM ATA133 HDD 
: MSI MS-8352A CDRW 52x24x52 
‘ DVD/DVD-RW Options 
‘ Monitor, Keyboard, Mouse, and Speaker Options 
‘ Choice of Microsoft Windows XP Home or Pro 
‘ Warranty Options 


Intel® Pentium® 4 
2.4 GHz System 


Starting @ $469 


We ship to the Continental U.S., 


Alaska, Hawaii, APOs, - 
Puerto Rico, and Canada le wf 








Available in Black or White 


Includes: 
Video (On Board and AGP), Audio, LAN 
Hard Drive & CD-RW 


Optional: 
DVD/DVD-RW, Monitor, Keyboard 
Mouse, Speakers 
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Prepare for a variety of strategies as bombing Navigate detailed interior and exterior Experience WWIl warfare head-to-head in 


raids alter the environment, requiring you to environments using ambushes, assaults, stealth all new deathmatch multiplayer campaigns. 
change your tactics on the fly. and sabotage to disrupt enemy advances. 
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searching for the 
Origami Unicorn 


Expanding the matrix of movies and gaming 
BY HENRY JENKINS AND KURT SQUIRE 


The relationship between Hollywood and the games industry 
has been problematic since the 1980s, when Atari’s decision 
to bury millions of copies of &.7 in the desert signaled the 
end of the so-called golden era of videogames. Common wis- 
dom is that games based on movies feature rushed produc- 
tion schedules and have derivative gameplay. Even worse, 
critics say, strict licensing arrangements stifle what game 
designers can do with character or plot and lead to stagna- 
tion. Old tensions resurfaced this summer when filmmakers 
blamed the crappy quality of recent Jomb Raider games for 
devaluing their film franchise. Can this marriage be saved? 

Danny Bilson thinks so. The Vice President for Intellectual 
Property Development at Electronic Arts, Bilson has done cre- 
ative work in film, television, and comics, as well as in games. 
Last fall, he brought together top EA creatives with key 
Hollywood insiders for a closed-door discussion of what he 
calls “multiplatform entertainment.” The goal was to develop 
games that do not just move Hollywood brands into a new 
media space, but also contribute to a larger storytelling sys- 
tem. Bilson imagines games released before feature films to 
build interest, or to bridge gaps between sequels. For this to 
work, he argues, the story needs to be conceived in transme- 
dia terms from the start. 

EA is exploring this model in developing its Lord of the 
Rings titles. EA designers worked on location with Peter 
Jackson's production unit in New Zealand. The games incor- 
porate clips, outtakes, and extra material from the films, 
remaining remarkably faithful to the look and feel of the fea- 
ture films and winning praise from gamers. 

Neil Young, the man in charge of EA’s Lord of the Rings 
games, calls the result “additive comprehension.” He cites the 
example of the “Director's Cut” of Blade Runner, where 
adding a small segment showing Deckard discovering an 
origami unicorn invited consumers to question whether 
Deckard might be a replicant, thus significantly altering the 
film experience. Young said that the challenge for his Lord of 
the Rings team is, “How do we deliver the origami unicorn; 
how do we deliver that one piece of information that makes 
you look at the films differently?” 

Committed multiplatform consumers become hunters and 
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gatherers who scan texts for embedded information and add 
it to their comprehension of the larger fictional universe. 
Multiplatform storytelling places new demands on con- 
sumers, as shown by The Matrix, the most ambitious experi- 
ment yet in transmedia storytelling. Creators Larry and Andy 
Wachowski see webcomics, anime, and games making signif- 
icant contributions to the unfolding plot, fleshing out second- 
ary characters, allowing consumers to explore other aspects 
of the world, and providing backstory to the on-screen 
events. Sales figures for Enter the Matrix—more than a million 
units moved in the first week—suggest audiences were 
primed for a game that promised a deeper, more layered rela- 
tionship to The Matrix. 

The game fleshes out the characters of Ghost (Anthony 
Wong) and Niobe VJada Pinkett-Smith), who appear only 
briefly in the second film and are believed to be key figures in 
the third. In particular, the game reveals Ghost’s unrequited 
love for and brotherly bond with Trinity, which may be as 
close as the game gets to Young's “origami unicorn.” 
Certainly having spent hours playing as Ghost or Niobe, we 
will respond differently to those characters the next time they 
appear on screen. 

Unfortunately, most of this new information is not con- 
veyed through gameplay but rather through cut scenes shot 
for the game by the filmmakers using original cast members. 
The gameplay is adequate but uninspired, capturing the 
atmosphere, inserting us into key scenes, evoking the sound- 
track, and allowing us to experience bullet time but not 
teaching us very much about the world of the film. The 
game's mise-en-scene seems simplified—even impoverished— 
compared to the movie sets; designers are not using what 
games do best—spatial exploration—to offer us new insight 
into the world of he Matrix. The game’s missions are generic, 
only superficially intersecting the movie events. The filmmak- 
ers still aren't trusting games to pull their own weight. 

The Wachowskis also violate what may be the key principle 
of transmedia storytelling: every installment must be self-con- 
tained enough to allow consumers to use it as a point of entry. 
Here, you have to experience the whole before the parts make 
sense. /he Matrix represents an important early experiment in 
a new form of storytelling, but some industry insiders feel that 
the rigidity with which the Wachowskis are pursuing this con- 
cept may limit its commercial appeal. Even if The Matrix push- 
es “additive comprehension” further than audiences are ready 
to go, entertainment creators will study what the Wachowskis 
have done for years to come, trying to learn what they can 
about the future of multiplatform entertainment. © 

Henry Jenkins and Kurt Squire run the Games to Teach 
Project at MIT. Jenkins is the Director of the Comparative 
Media Studies Program; Squire is finishing his doctoral degree 
in Education from Indiana University. You can find more infor- 
mation on the program at cms.mitedu/games/education 


























Don't let a sluggish Internet connection or 
annoying pop-up ads hold you back—be 
unbeatable with EarthLink® We give you 
a fast, reliable connection to keep you in 
the game and powertul tools to help you 
take charge online. Like our NEW spamBlocker 
tool that zaps up to 100% of unwanted email, 
an exclusive Pop-Up Blocker™ tool that destroys 
virtually all of those pesky pop-up ads, and 
award-winning, 24/7 customer support. 

(Hey, we play to win, too.) Want more? 

Go with EarthLink High Speed and you'll 

also get a lightning-fast, lag-kill-busting 
connection, plus a static IP option for 

instant recognition by your opponents. 





Sign up today for 
EarthLink Dial-Up Internet service | 
and get your first 1000 hours FREE* “ 


EarthLink High Speed 
Call today for a special offer” 


Be uaa 


* Offer good for a limited time. Subject to change. This offer is good for new subscribers only. This offer cannot be redeemed in conjunction with any other offer. This offer is for dial-up Internet access 
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so nowhere 


Open Valve 
surgery 


The alleged thievery of 
Half-Life 2: HaxX0r, or inside job? 


BY CINDY YANS 


“Hey, Gabe.” 

“Yeah?” 

“This is never gonna happen by September 30th, right?” 

“What isn’t? Oh. Right. [chuckles] Getting Ha/f-Life 2 out 
the door. Sure... the way Steam is looking right now? When 
pigs fly. 

“So what are we gonna tell Vivendi?” 

Gabe thinks. 

“Or even worse, what are we gonna tell The 
Player Community?” 
“Gulp.” 


“What does Valve get out of 


planting decoy code? How 


about sympathy, hype, free advertising, and 
more time to whip Steam into shape?” 


“Uh... yeah.” 
“Hey! I’ve got an idea! Speaking of ‘getting Ha/f Life 2 out 


me 


the door,” let’s invent a clever ploy.” 

“Like what?” 

“Let's tell ‘em a hacker stole the source code. Leaked code 
is a perfect smokescreen to justify a couple more months’ 
dev time. It'll start a media feeding frenzy, but oh well.” 

“The team won't go for it, Gabe.” 

He smiles. 

“The team doesn’t have to know,” 

As you may have heard, a Clever Person hacked into Valve 
Founder and Managing Director Gabe Newell’s work computer, 
and waltzed away with some or all of the source code for the 
wildly anticipated Ha/f-Life 2. Eweek.com reported that “Security 
experts” were pointing the finger at vulnerabilities in Microsoft's 
Internet Explorer for the theft and distribution of the game. 

There was a lot of finger pointing going on, for that matter, 
most of which did not concur with Eweek. There’s a contin- 
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gent that actually believed the above scenario, especially after 
Newell's first description of events leading up to the incident. 
He publicly stated, “Starting around 9/11 of this year, some- 
one other than me was accessing my email account... Shortly 
afterwards, my machine started acting weird... For the next 
week, there appears to have been suspicious activity on my 
webmail account... Around 9/19 someone made a copy of 
the Ha/f-Life 2 source tree,” etc. etc. 

If this were actually the case, Newell would have to have 
been saying to himself the whole time, “Jeepers! Someone's 
been accessing my e-mail! | think I'll sit tight and see what 
happens!” It’s one thing if Valve’s security system was a bit 
iffy, but quite another if its founder's brain had deteriorated 
into defective wetware. | think the latter is highly unlikely. 

Others believed that the distributed code and art were 
completely fabricated to act as evidence that the theft actual- 
ly did happen. The items posted (and torn down as soon as 
Valve got wind of them) were so detailed, though, that it 
would have taken more time to create the bogus material 
than to finish the product: Jeepers! 
We're sorry we had to delay Ha/f-Life 2 
by three months; we needed to spend 
that time writing fake code to dupe the 
public!” Still others believed that when 
Newell detected that his machine was 
“acting weird,” that he planted old, 
existing, useless decoy code. 

What does Valve get out of this? 
How about sympathy, hype, free adver- 
tising, and more time to whip Steam into 
shape? Stolen and distributed decoy code 
diverts the hacker's and our attention from 
“the real deal,” and gives an alerted Valve a 
window through which to study exactly how 
the perpetrator defiled its security system. It would also have 
kept the hacker off the virtual street for a while. 

| think that by now we'll have found that we should have 
taken Valve's story at face value. After all, there are loads of 
hackers out there, half of them with such a love for knowl- 
edge that there’s nothing more satisfying than complete 
understanding of the intricacies of a technology, and half of 
them who are Half-Life 2 thieves on power trips. What power, 
though, when you can’t go public? After all, not everyone has 
the moxie of Mickey and Mallory. 

As for the hacker, at this writing, the fan base has mor- 
phed into a lynch mob mad enough to string him/her up by 
his/her appropriate parts. And it’s possible that we’ll have 
to wait for Ha/f-Life 2 until post-April Fool’s Day as a result 
of this, er, prank. But of course, the rumor mill is power- 
ful... it could be “none of the above.” You can never be 
sure. One thing I’m pretty sure of, though, is that Newell 
doesn't say, Jeepers.” © 











First-Person Survival 
Horror awakens af © 
a store near yo 






SOR, 
son 





—Ayil is coming to dinner 
Pass the bread 


a. 






intone first-person shooter : Bring your foes down with classic - Random architecture generator changes 
soevinek heenee vampire slayers like holy water, | the layout of the castle and location 
crucifixes, and wooden stakes. _ of the characters every time you play. 


-Www.nosferaftu-game.com 


© 2003 iGames Publishing, LLC All rights reserved. Nosferatu: The 
Wrath of Malichi and iGames is a trademark of iGames Publishing, LLC. 





001 AveNWaRE 





}-Faluia— 
PUBLISHING 


view the middle 


Why Games Suck 


The secret formula revealed! 
Let’s do the math 
BY KEN LEVINE 


| don't need to tell you their names. You know them. They're 
buggy. They're confused. They’re dull. Their interfaces are 
horrible. The frame rate moves along at the pace of high 
school productions of The Merchant of Venice. 

I'm talking about games that suck. And, because I’m feel- 
ing nice, I’m going to give a big pass to all of those budget 
games that lurk behind the unsold Evangelion action figures 
at EB Games. I’m talking big budget, AAA, highly anticipated 
titles that, when all is said and done, 
cut little to no mustard. 


“Good games generally don t 
_ Spring fully formed out the mind — 
or some 2 designer. “ 


You're probably thinking right about now, “What? Is Levine 
going to waste this bully pulpit for a rant that would make the 
average post in comp.sys.ibm.pc.games.action look fair and 
even minded?” No, I'm here to make a point. I’m here to 
speak out for the games that suck. Why? But for the grace of 
God, go all game developers. 

| know. I’ve worked on a sucky game or two in my time, 
which | can pretty much guarantee you haven't heard of. 
(And no, | ain't gonna tell you which ones.) Do you know 
what causes them to suck? The designers? The artists? The 
programmers? The managers? The suits? 

Nope. 

It’s the clock. 

Here’s something | worked up in Excel: 


Game 
+ Lots and Lots of Time 
+ Reasonably Smart and Talented Developers 
= Good Game 


Good games generally don’t spring fully formed out the 
mind of some designer. Sure, the high-level designer sets the 
initial vector (and if that’s way, way off, well then God help 
you). But honestly, it’s all pretty much guesswork until the 
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technology is in place, the levels are mostly built, and the 
thing is starting to feel like it kind of works. For companies 
with giant piles of filthy lucre, like Blizzard or Ensemble, that 
happens around a year to a year and a half before the game 
appears on shelves. (| should Know—one of the co-founders 
of Irrational was lead programmer on Age of Mythology, the 
lucky bastard.) In most of the games I've worked on, that 
happened about three months before we shipped. The final 
three months were a balls-to-the-wall, mind-numbing 
marathon of playing the game, seeing what wasn’t fun, trying 
to make it fun, realizing you totally blew it, and playing it 
some more. 
And all of this time, if you're lucky (and Irrational has 
been lucky indeed in this regard), you have a 
bunch of playtesters whose whole job is to play 
the game and tell you how broken it is. We have a 
guy who’s worked for us on and off since System 
Shock 2 named Alexx Kay. During testing time, 
everybody hates Alexx, and not in a cute, “aw 
shucks” kind of way, but in a “want him trampled 
by a stampede of bison” kind of way. Alexx is a 
great tester. If there’s suck in your game Alexx will find it, and 
he will tell you about it. And when you fix the bugs Alexx 
gives you and you think you can go home, well, he’ll find 
some more and tell you that your stuff still sucks. 

If you have some smart developers, and you have a few 
people like Alexx, there's no reason you can’t make a good 
game. If you have the time. As | said, we had three months of 
good, solid time of working with a reasonably mature code 
base on Shock 2 and Freedom Force. Some games get three 
months. Some get four. Some get one. Some get none. And 
some games never get a reasonably mature code base at all. 

Guess which games end up sucking? 

There's other reasons games come out badly that have 
nothing to do with the ability of the team: people get sick, 
people quit, and projects lose focus, but I’d say those issues 
are in a minority. Game developers want to do good. Whether 
it’s for kids doing a Red Alert Mod, or the entire staff of Valve, 
all they really want is for you to like their game. 

This is not intended to be an apologia for bad games. You 
paid the forty bucks, and it’s not your problem. But before 
you curse our names, try to remember that our intentions are 
good. Politicians do it for power and meglomania. Rock stars 
do it for the money, the drugs, and the girls. Game developers 
do it for a good review. 

Now, if that doesn’t make you feel pity for us, what will? © 

Ken Levine is the General Manager and Creative Director of 
Irrational Games. 
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Bloodsuckers of 
Madison Avenue 


/s there any difference between 
marketing weasels and vampires? 


BY BRETT TODD 


Advertising demolishes the suspension of disbelief | build 
when playing a game. Games should be fantasyland, free of all 
the shilling | have to slog through every time | hook up to the 
‘net, turn on the TV, or read a newspaper. Maybe I’ve just 
endured one too many spam e-mails for Viagra knockoffs and 
penis-enlarging creams, but I’ve hit a wall where if | see an ad 
in a game, | tune out. Especially if it’s blatant product place- 
ment stuff, as in Enter the Matrix, where the only décor in most 
levels is provided by garish PowerAde machines. 

So when I’m confronted with the knowledge that games 
are becoming advertisements in their entirety, it ini- 
tially seems like I’ve been sent to a special circle of 
Hell ruled by the old lady from Wendy's “Where's 
the Beef?” commercials. And we're clearly headed 
toward more of this sort of thing, as Madison 
Avenue has discovered how to reach the geek 


“Why settle for buying ads in game mags 


when you can hire mod-makers and make. 
an actual game?” 


audience with specialized mods. Why settle for buying ads in 
game mags when you can hire mod-makers and make an 
actual game? 

That's obviously the rationale behind Underworld: Bloodline, 
a multiplayer Ha/f-Life total conversion by They Hunger and 
U.S.S. Darkstar creator Neil Manke and his team at Black 
Widow Studios. Sony Studios commissioned the mod devel- 
opment house to create what is essentially one long commer- 
cial for the vampire flick of the same name. Manke has made 
a career out of designing mods for corporate clients. The 
zombie splatter-fest 7hey Hunger trilogy was made possible 
by PC Gamer, who also hired Manke to whip up some exclu- 
sive maps for Quake // back in the day. Virtually all of his 
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work up until now, as a matter of fact, has been produced for 
distribution on the magazine's cover discs. 

Working for the man obviously pays off for Manke. So the 
question now becomes whether or not it will pay off for any- 
body else. Cranking out product-specific mods would be a 
lucrative endeavor, especially for basement coders currently 
building better Darth Maul skins for free. Megacorporations 
like Sony have the ability to stimulate and strengthen the 
entire mod community with an infusion of cash. Just knowing 
about the availability of opportunities like this would be like 
running a big-money mod contest year-round. Modders 
might put a little more effort into their work. Teams might 
finally wrap up those ancient total conversions with the web 
sites that haven't been updated since 2002, if they knew that 
somebody was watching from the vantage point provided by 
sitting on a fat wallet. 

It will be interesting to see if Sony or another movie produc- 
er follows up this experiment with Underworld. Outside of the 
fetishist appeal of perving on Kate Beckinsale as she slinks 
around in a vinyl catsuit for two hours, the movie is a forget- 
table Matrix rip-off inspired by the mascara mavens who play 
too much Vampire: The Masquerade. Knowing Hollywood, it’s 
hard to imagine the marketers who came up with the game- 
mod-as-sales-pitch idea ever being heard from again. So it 
wouldn't be surprising if this idea was chucked into the dust- 
bin alongside such other game/ad monstrosities as that plat- 
former with the 7UP spot in the mid-’90s. 

That would be a mistake. Rejecting this idea because a B- 
movie like Underworld doesn’t strike box-office gold would 

be a lot like scrapping the first-person shooter genre 
because of Mortyr. Licensing official mods is a fantastic 
way to promote an action movie, particularly a second- 
tier sci-fi or horror flick that isn’t quite big enough to 
warrant a full commercial game license. It targets 
the key audience demographic. And if the mod is 
good enough, it will get people cranked up for the 
film in a way that isn’t possible with boring old 
flash ads and TV commercials. 

Also, we're so flooded (not to mention 
annoyed) with traditional online advertising right 
now that marketers have to branch into uncon- 
ventional areas to get our attention. I’ve clicked 
through so many pop-ups, deleted so many spam e mails, 
dozed through so many movie trailers, that it’s a real relief 
just to be offered something with substance. Of all the 
movie press blitzes I’ve endured in the past couple of years, 
only Underworld stands out, and that’s solely because of 
the mod. (Okay, so I've got a thing for Kate Beckinsale as 
well; shoot me.) 

All of this makes me somewhat rethink my position regard- 
ing game ads. While I'll never be a fan of obnoxious product 
placement like those PowerAde machines, I’m willing to sus- 
pend my outrage if it results in a bigger and better mod 
scene, and more movie-licensed entertainment that doesn’t 
come with a hefty pricetag. © 
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Developer Diary #4 


Deathstorm 2240: The Doom Squad Chronicles 


BY KIEFER DRENN 


Hello, my name is Kiefer “HotSpunk” Drenn and I’m the asso- 
ciate lead designer for Silver Hippo Interactive’s Deathstorm 
2240: The Doom Squad Chronicles, which was supposed to be 
out by Thanksgiving. This is the fourth volume of my develop- 
er’s diary, which these guys asked me to do because it would 
be sort of like a preview they didn't have to write but with less 
content. This time | was just going to write a bunch of inside 
jokes and Simpsons references, sprinkled with some technical 
stuff about Z-buffers, but they suggested maybe | should dis- 
cuss a typical day at Silver Hippo, or SHINT, as we call it. 
Today, we had our weekly progress meeting. The Sethinator 
had to come up with the topic, which was: “Wouldn't it be cool 
if the main character could shoot laser beams out of his 
body?” But before we started, Rat-man wanted to show us 
this really funny digital video he made with his Star Wars fig- 
ures doing Monty Python sketches. It was really funny. We all 





the same guy. My favorite, at this point, would have to be 
G'Karn’Ta, which | think we’re going to use for the Huborg 
leader. We have a meeting on that tomorrow. 

| dropped in on our co-artist, Carl_the_Dude, to see if he 
would have anything to add to my developer's diary. He’s sup- 
posed to be doing our “Shint Happens” logos, but he’s already 
two weeks behind schedule on the “When the Shint Hits the 
Fan” T-shirts. He had on his wall some concept art we just got 
in from Jiri, who is doing our character models. Jiri did the 
character models for Savage Combat, which was the best-sell- 
ing game ever in Slovakia. He telecommutes from Bratislava 
and he doesn't have an edgy online name yet, so we just call 
him Jiri. The concept art was of the Zarg armor, which has 
these really cool spikes coming out of it. Sethinator was using 
a highlighter to draw laser beams coming out 
of the armor until | explained that this wasn’t 


we > got to Went cane if there were 
“pedemee on Monty Python lines like “No 


especially 


the main character. 

Near the end of the day, there was a jour- 
nalist here from one of the websites to inter- 
view our lead designer. | told Carl_the_Dude 


: ASAT which would be funny .. 


- It was with a British accent.” 





laughed and laughed. Then we got to wondering if there were 
trademarks on Monty Python lines like “No it isn’t,” which 
would be funny to put into Deathstorm, especially if it was 
with a British accent. We all say that to each other all the time, 
in a high voice, until we're literally peeing our pants. “No it 
isn't,” we go. 

Then Rat-man showed us a petition you could sign to try to 
get Kenner to make more of those little orange snakes that 
used to come with Yoda for all the people who'd lost them. 
Then Warboy put in the new Patlabor DVD and after that, we 
decided to break for lunch. 

When we got back, | had to get to work. My job right now 
is thinking up the backstory, which has to be very unique and 
literally suck the player in, kind of like in Diablo. We've asked 
the fans on the Deathstorm message board to come up with 
names for us. So far, we have 32 names, but they're all from 


they should interview me, and I'd tell them 
how Mr. Lead Designer only comes in once a 
week, and how he got fired from Ritualistic 
Studios for posting on message boards all day. I'd also tell 
them how we're supposed to let him win multiplayer games, 
especially if he’s demoing it for a journalist, even though he 
always gets beat even by the woman at the front desk who, 
get this, uses her actual name when we're playing LAN 
games. Sometimes | think chicks just don’t get gaming. 
Anyway, | feel that Deathstorm will be a truly unique game 
and | hope you'll buy it and support us. Our producer told me 
to cut out that paragraph about the lead designer and instead 
write about how if you pre-order, you get a FREE perform- 
ance-enhancing mousepad with the Doom Squad’s flaming 
skull mascot. | hope you'll join me next month when | try to 
explain what it smells like during crunch time, when we have 
fifteen guys staying here overnight. Until then, “No it isn’t.” © 
Tom Chick is on assignment this month to cover the big 
Lansing Interactive Expo. His column will return next month. 
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